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Nothing is off limits. Nothing is 
impossible. Drive any vehicle. Use 
any weapon. Destroy anything and 
everything. You are a mercenary in 
a completely interactive battlefield 
environment and the only rule is 


this: there are no rules. 
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mysterious past. Ya hit town ta collect pountiés, make moolah and 
ye Better keep that doub: -barrel'd creature 

‘cuz ya gotta blast yer way through a pack of 

_ gutlaws "‘n filthy minions if yer gonna clean up around here. 

‘Hitch ‘up yer boots, Stranger, it’s time ta make a name fer yer self. 


At general stores everywhere. Yer hunt begins at eagames.com > 
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"Unprecedented stream of battlefield chaos" “Unabashed balls-to-the-wall action" "The Future of War" 
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INBOX 
Sharing is good! Read the last 
batch of XBN mail and some 
farewells from our readers. 


CALENDAR 


Love—and Doom—are in the air! 


XPANSION 
Mastering the Master Chief. 


CHARTS 


They're burning up, apparently. 


MEGABITS 
Get ‘em while they're hot! 


032> Read up 
on The Making 
of Doom 3 on 
pg. 32—then 
check out the 
review! 
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XBOX IN ’05 
Five great games that will keep 
your Xbox warm and fuzzy in the 
next 12 months. 


BEST OF 2004 


The very choicest cuts from the 
Xbox library, artfully arranged for 
your gaming pleasure. 


WHAT’S NEXT? 
XBN ran the gauntlet of Xbox Next 
rumors—you reap the rewards. 


FAR CRY 


Ubisoft's tropical shoot-out comes 
to Xbox—and it’s so much more 
than “just a port.” 


POP QUIZ 


Phantom Dust’s Yukio Futatsug! 
wants you to play his game. 
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Get the most out of 1UP.com! 


It's where gamers who live to play get what they need to suc- 
ceed: The best news, reviews, previews, screen shots and 


cheats. Plus, on 1UP you can build your own community of gamers 
to share tips, tactics and even success stories. 
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Dear person that is accosted with the task 
of reading the mail, 

| wish to know, for future reference, what 
the prerequisites and responsibilities that 
are needed to be part of the illustrious 
Xbox Nation team. That is if you have any 
openings in a few years. 


Raymond Bisker 


P.S. | wasn’t being a suck up when | said 
“illustrious,” | just felt like saying that. 


Good question. Start by sewing rubber 
into your pockets so you can steal soup 
and we'll talk. And it wouldn’t kill you, 
Raymond Bisker, to put a few doorknobs 
in a pillowcase and start swinging. 

And practice good you English! 


| realize that some of you people don’t 
always get enough oxygen to the brain. 
After all, when you spend so much time 
kissing up to Bungie and Tomonobu 
ltagaki, who can breathe? But | noticed a 
couple of goofs in the December 2004 
issue. 

Blade: Trinity is coming out on 
December 8. Doom 3 is coming out on the 
15th for Xbox? Um, not. EBGames.com 
and BestBuy.com have the game listed as 
coming out in 2005. Were you people so 
interested in slobbering over Halo 2 that 
you didn’t even do some simple research? 

What’s the lesson here? Don’t spend so 
much time sucking up, and you won't 
make sucky errors. 

Dave Whitaker 
Danville, GA 


We are the suckiest sucks ever to suck. 
Except for the guy who made these 
egregious errors, who is now the carpet 
for the suckiest sucks to ever suck. Now, 
it’s back to the slobbery! 


Why would anyone nowadays buy a new 
game? There is no sense in it. Just wait for 
about a week and get the game 
preowned! It’s much cheaper. You may be 
saying, "It’s only $5 cheaper! Get it new!" 
There’s good logic behind this because 
with the aid of a grand website, 
cheapassgamers.com, | can find out about 
all of the new deals, and most are 
concerning used games. As | am typing 
this, | can buy a used game off of 
EBgames.com for 25 percent off and with 
free shipping. So a "new" preowned game 
would cost $33.75 total, and all you have 
to do is wait a week. Of course, | would 
also have to buy an EB Edge card, but 
that’s only $5. 

Now go out and buy CHEAP! 


Justin Cain 


Who said pimping ain’t easy? Against 
established XBN policy, we are publishing 
this ad for Cheapassgamers.com since it 
is, in fact, a wonderful site and a valuable 
resource for anyone looking to save a few 
dollars...euros, whatever. 

Also, it should be noted, we buy our 
games new because we are afraid of 
cooties, as we have not been properly 
inoculated against such—also because if 
we wait for the used copies, the guy in 
the walled-in cubicle gives away all the 
good plot points—and who wants that? 


To get it out of the way, Halo 2 is very 
good. But what was Bungie thinking when 
it put out the sequel to the best FPS and 
forgot all about what made the 
predecessor so great? Here is some of 
the greatness that separated the best 
from the rest: 

1) Vision. No one comes close to giving 
you the smooth controls and field of vision 
Bungie gave Halo. And now Halo 2 comes 
out with tunnel vision. Oh, it just kills me 
to see another FPS with such limited 
vision. | feel almost claustrophobic in tight 
areas. Halo’s vision just seemed to be an 
extension of one’s self. This is the biggest 
mistake Bungie made. 

2) Physics. Another separating point is 
the physics engine. Halo is a sandbox you 
can play in for hours—whether it be piling 
up all the vehicles in a base on Blood 
Gulch, getting on top of levels by using 
the ghost to boost you, or using grenades 


“XBN WAS A CLASS ACT THROUGH AND 
THROUGH. YOU GUYS MADE IT SEEM OK 
TO BE AN ADULT AND A GAMER” 


to blow weapons to you across the map 
on Hang ’em High. The possibilities are 
endless. Bungie must have thought that 
fanboys of Halo wanted realism, thus the 
effort put forth to study real-life weapons 
for Halo 2. Master Chief is a cyborg, and he 
is fighting aliens. This is not real life we are 
imitating. 

3) Weapons. | know there are arguments 
about the weapon imbalance and the 
pistol being too strong. But the pistol is 
the most balanced weapon on the maps. 
When you start with pistols, everyone is 
on an equal playing field. You can chase 
the snipers’ zooms off at a distance to 
eliminate their dominance over the maps. 
Try competing with a sniper in Halo 2 
when you respawn with an SMG. Good 
luck. At least in Halo, when respawning 
with the pistol you can compete with any 
weapon near or far. By eliminating the 
pistol, or how | see it, dumbing down the 
pistol to the other weapons’ standards, 
Bungie has left the sniper rifle alone at 
the top to dominate, as it does in so many 
other shooters. 

4) Controls. | side with your review 
editor, Greg Orlando, that the dual 
wielding is better in theory than in 
practice. The simplicity of the controller 
layout makes Halo so addictive and 
second nature when it comes to battling it 
out in single player or multiplayer. Now the 
controls get convoluted when switching 
weapons while you are dual wielding and 
trying to avoid picking up the weapon you 
just dropped. 

Aside from this, Bungie made a stellar 
game. I'm just afraid it lowered the bar for 
the competition. 

Mark Berry 
Arlington, TX 


You’re a mean one, Mr. Grinch. 


PRICE TAG BLUES 

While reading the article "Son of Liberty" 
in the most recent issue of Xbox Nation, | 
came to a conclusion about why games 
such as Otogi: Myth of Demons don’t sell 
well. People can’t afford them. With so 
many high-profile titles on the shelves, 
people simply do not have money left over 
to buy lesser-known quality titles. During 
the last three months of the year, triple-A 
titles Halo 2, Prince of Persia: Warrior 
Within, Fable, Star Wars: Knights of the Old 
Republic lli—The Sith Lords, Dead or Alive 
Ultimate, Tony Hawk’s Underground 2, 


Burnout 3: Takedown, and possibly Doom 3 
will be on shelves. It would cost over $400 
to purchase just these titles. So how can 
the lesser-known titles, as well as the 
triple-A titles, improve their chances for 
success? By lowering the price of games. 
If my memory is correct, late in the last 
console cycle the base price for games 
was lowered from $49.99 to $39.99. 
Because of the price drop, | was able to 
purchase more of the games that | might 
not have otherwise bought. A recent 
example would be the ESPN titles. In any 
other year, | would have picked up 
Electronic Arts’ titles and never even 
considered purchasing the ESPN games, 
but this year, due to the $19.99 price of 
the ESPN titles, | purchased both Madden 
and ESPN Football and chose ESPN NBA 
over NBA Live solely on price. Also, recent 
reports indicate that ESPN NBA is 
outselling NBA Live on Xbox. This indicates 
to me that if you make a quality product 
and sell it at the right price, people will 
buy it. Unfortunately, | doubt that the 
Bungies and EAs of the world are ready to 
do what would benefit not only lower- 
profile games but gamers as well. So until 
then, | guess I'll have to continue wishing | 
could afford the Otogis of the world. 
John Boggs 


Like it or not, games are becoming more 
complex. It used to be that a team of five 
or 10 people could create a console game 
in a few months. Now, this simply isn’t 
the reality of the situation. As production 
values rise, so does development-team 
size, as well as the length of time it takes 
to make a game. As the cost of making a 
game goes up, it’s logical to assume 
publishers’ expenses increase— 
remember, they need to produce, test, 
market, and ship games—too. 

Now, as far as economics, maybe Sega 
would sell more copies of Otogi at $29.99 
than it would at $39.99. But maybe not 
enough to recoup its expenses... // 
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XBN SAYS GOODBYE 
..FOR NOW 


Want to reach some your favorite XBN 
editor? You can probably find them 
hanging around the message boards at 
www.gaming-age.com. We reprinted 
some messages from fans and friends of 
Xbox Nation who'll miss the mag... 


XBN was the last decent American game 
magazine out there. This really bites. 
Hitler Stole My Potato 


Well, crap. Both GMR and XBN were great 
magazines and | looked forward to both 
appearing in my mailbox each month. 
Condolences to all who've been hit by 
the axe. I'm gettin’ drunk tonight for y‘all. 
SuperPac 


| just got my new issue in today. The 
whole "The XBOX is Doomed” promo at 
the end has a new meaning now. :( 

Mr. Lemming 


This really hurts. XBN gave me my first 
legit writing gig and I'm very thankful for 
it. | was a super lucky guy in that | wrote 
for my favorite magazine. 

Novery 


Sucks that this has to happen, XBN was 
one of my favorite gaming magazines 
Wario64 


XBN!?! Goddamn! THIS WAS THE BEST 
MAGAZINE IN THE GENRE! 
Musashi Wins! 


This is ridiculous. XBN was my favorite 
magazine You guys were the best. 
Fifty 


Nothing. Now I've got nothing. My 
condolences and best hopes to those at 
both XBN and GMR. You guys made two 
of my favorite gaming magazines, ever. 
BuddyChrist83 


XBN was a class act through and 
through. You guys made it seem OK to 
be an adult and a gamer. 

Rhindle 


XBN was something else. The reviews 
are well written and spot-on, the grading 
system is simple, and most of all the 
articles are unlike those in any other 
magazine. Industry insiders, Ask Itagaki, 
coverage of Japan and other territories, 
and in-depth scoops well before others 
all helped make XBN the best 
videogaming mag in a long while, and I'm 
not even a huge Xbox fan. | wish you all 
well, and bid farewell to some truely 
great reading. :( 

Gen.Wedge 


..and some who won't... 


| get this mag for free and it's not even 
up to the level of toliet paper (which is 
at least useful). Almost totally worthless 
except for as a surprise gift for my young 
cousins after I'm done reading it. 
BlackClouds 
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How Joponese Video Gomes 
Geve the World on Extre Life 


CENTER 


| always find Ryan 
Payton’s column 
on the Xbox in 
Japan fascinating. 
By reading his 
column and the 
book Power UP, | 
think | Know why 
Xbox sales stink 
in Japan. 

Imagine if a 
Japanese 
company made a 
video game 
system. Now 
imagine most of 
the games 
released for the 
system were 
Dating Sims, 
Horse racing 
simulators, and 
pachinko games 
with hardly any 
sports games. 
How well do you 
think that system 
would do in 
America? 


Jared Thorbahn 
Newark, OH 


Not so good? But 
seriously, XBN is 
very proud to 
have featured the 
work of our man 
in Japan, Ryan 
Payton, whose 
eloquent and 
entertaining 
commentary 
graced our pages 
each month. For 
an equally 
insightful, and 
even deeper look 
into the video- 
game business in 
Japan, XBN. 
recommends 
Chris Kholer’s 
Power UP, too. 


017 


XPRESS 


XBOX NEWS NETWORK FEBRUARY 2005 


018 | WWW.1UP.COM FEBRUARY 2005 


WHAT’S NEXT 


_- TECH 
TENE cclate gett ERS, LE 
: svat \croo 2 \ 3 WAS OK an 


XBOX NATION FEBRUARY 2005 


Ethene QoS E PD hed | ee ee BEL O20 Eee 
- = ee a a eee = Wr me a nod 
es | 7 s |i = i bey a... t Sie Se 
y i q A 7 i é ' 4 
APE YENON: ACHEAD C/ = 
i = 7 4 | tae z= 1 PT) ad 
=e ay Bees. BE ear’ ie at 2a Vy ae ae ae TE Bee 
a ] ae = ie =" SY oo | el 
>| AVING-ONLY CONSOLE 
mL ! 1 a gees g a. = %. Biss — di w | 
j i CiN ca he | 4 ‘ e , pe nll 7 | Ege... | 
= a a)» - DA mn | ee 
i a | J q A Bass J q 
ra 8 PAL qe a i a2 2 Beg 2 48 19, Fr 
y a! | =i p | oo = 4 a i nar 
mae! Be es Wa walt eS ee ww ee i@i,y | ne 
SEEGERS END rN = SWE EF Wwe 


>> nidiel if Xenon arrives in late 
2006, but easy if it ships in 2005. 

Before press time, Microsoft 
moved only modestly to dispel the 
launch rumors. While refusing to 
officially comment on Xenon 
specifics, a spokesperson stuck to 
an earlier statement that Microsoft 
“won't be unveiling a new product at 
CES” but “will be talking about 
themes that will resonate in the 
next generation.” And no one’s 
ruling out a late 2005 launch. 
Microsoft CEO Steve Ballmer said 
cryptically last September that 
“there’s no new Xbox in the next 
year,” but November falls outside 
that window. And various 
publications have already been 
pitched Xenon cover stories for their 
E3 issues. Coincidences? 

But will the new machine be the 
Xbox of its generation—or 
something more? Detailed but 
unconfirmed specifications have 
been circulating for months, 
suggesting that a triple-core IBM. 


PowerPC CPU and a next-generation 
ATl graphics chip will become the 
machine’s staggeringly powerful 
heart and brain. More interestingly, 
both the diagram and more recent 
rumors have hinted at three 
versions of Xenon: a cheap game- 
playing-only console lacking 
storage, one with a built-in hard 
drive, and a higher-end Xenon PC. 
Microsoft has confirmed IBM’s and 
ATl’s participation and only 
encouraged the remaining 
speculation. Days before press time, 
Microsoft Chief Xbox Officer Robbie 
Bach told BusinessWeek magazine 
to assume Xenon will be “the 
world’s best game console,” yet also 
hinted at digital photo, music, and 
video storage functionality, plus 
networked access to digital 
versions of television shows and 
movies. But whether any or all 
rumors come to pass, one thing is 
certain: This time, Microsoft will be 
doing battle keenly aware of any 
mistakes made in the past. // 
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CALENDAR 


FORGET - 
ME-NOTS: 


02.03.05 


The Game 
Before the 
Game: This year 
Xbox is in the 
-game—the 
_ Madden Bowl, 
that is. The 
_ coolest of 
_. pre-Super Bowl 
parties starts a 
-new chapter 
this year, with 
Xbox taking 
over for what 
will now be 
known as the 
Xbox Live 
Madden 


Championship. — 


Sweet! 


02.14.05 


Happy 
Valentine’s Day! 
Roses are red; 
violets are blue; 
think there’s 
still time for 
some Halo 2? 
Just don’t 
forget that 
special 
someone today, 
because 
chances are 

they remem- 

_ bered you on 

_ this, the 

_ second-most 

celebrated 

‘holiday of the 
year. 


02.05 
Twenty-seven 
years ago this 
month, 
Toshihiro — 
Nishikado 
finalized the — 
pioneering 
spaceship 
shoot-em-up 


videogame that 


would cause 


suchasevere 


_ shortage of 
100-yen coins 
that their 
production — 
would have to 

_ be quadrupled. 
That game was 
_ Space Invaders. 


MORE STUFF, LES 
0 2 : 02 WEDNESDAY 


m WINNING ELEVEN 8 


PUBLISHER: KONAMI // DEVELOPER: KONAMI 


In the rest of the 
wae World, where soccer ts 
B® Called football, their 
med favorite videogame 
version of the sport:is 
= called Pro Evolution 
™ Soccer—zo figure. If 
# that wasn't confusing 
enough, here that game is known as 
World Soccer Winning Eleven. 
Whatever the name, the definitive 
simulation of the game arrives on 
Xbox complete with Live play. 


O 2 , aa WEDNESDAY 


NBA STREET VOL. 3 


PUBLISHER: EA // DEVELOPER: EA CANADA 


EA's NBA Street 
drops today, and it’s 
still rattling the rim as 
hard as ever. Along 
with more 
customization and 
refinement, the court 
goes online. Just make sure to have 
your best smack ready. Also in 
stores today are Motocross Mania 
Hl and Constantine. 


6 2 16 WEDNESDAY 


wm BROTHERS IN ARMS 


PUBLISHER: UBISOFT // DEVELOPER: GEARBOX 


~ Brothers in Arms 

= certainly has plenty of 
| siblings on the shelves 
a in the WWIl shooter 
family. Rather than the 
Easy Company band 
- from HBO, the story 
see fOlLOWS another 
historically accurate squad of the 
101st Airborne. Morale and real Army 
tactics will figure heavily into leading 
them successfully through the war. 
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0 Zé . 02 WEDNESDAY 


wm FORZA MOTORSPORT 


PUBLISHER: MICROSOFT // DEVELOPER: MICROSOFT 


_ Forza Motorsport 
ZA ‘oars onto Xbox today 
ooking to take the GT 
aes crown. At least on 

See Oaper, the full set of 
tuning options, the 
cosmetic upgrades, 
cael @ realistic handling, and, 
of course, online multiplayer give it 
the look of a winner. 


O 2 15 TUESDAY. 


m DOOM 3 


PUBLISHER: ACTIVISON // DEVELOPER: VICARIOUS 


Get your spare 
batteries ready, 

Mm Decause the flashlight 
4 stress test in Doom 3 
finally begins today. 
OK, so what if space 
wae Marines don’t have 

ma duct tape or night 
vision? Well, working together in co-op 
play, one shines a light while the other 
frantically blasts away. Read the 
exclusive review on page 80. Or pick 
up Demon Warriors, |f you dare. 


O 2 :, 18 FRIDAY 


m CONSTANTINE 


FORMAT: THEATRICAL // STUDIO: WARNER BROS. 


No, this is not the next 
Troy or Alexander— 
far from It. You might 
think that you've 
walked In on some 
Wachowsk! brothers 
offshoot with Keanu 
Reeves doing his best 
demon-hunter Neo. He is, in fact, John 
Constantine, a supernatural detective 
who's been to hell and back, from the 
DC Comic Hellblazer. 


0 7 ; 09 WEDNESDAY 


IRON PHOENIX 


PUBLISHER: SAMMY STUDIOS // DEVELOPER: INTERSERV 


* Judging by the 

Fy} response when. it 
1: 18) 1 came out last year in 
yy Europe, you might 
~ want to consider an 
alternative to playing 
Judge Dredd: Dredd 
os = vs. Death. {f it’s 
deathmatch you're after, the mix of 
martial arts, weapons, and 16 players 
in Iron Phoenix should be pretty 
Satisfying. 


O 2 : 15 TUESDAY 


m MX VS. ATV 


PUBLISHER: THQ // DEVELOPER: RAINBOW STUDIOS 


(a You can practically 

# hear some husky 
guy—with the aid of 
tons of reverb—belting 
it out on the radio: 
“Wednesday, 
wa Wednesday, 
Wednesday!” MX vs. 
ATV features pretty much everything 
on wheels that has ever flung mud 
around a stadium dirt track. 
Motorcycles, ATVs, monster trucks, 
and even a few surprises are in store. 


0 2 ‘ 23 WEDNESDAY 


m PROJECT: SNOWBLIND 


PUBLISHER: EIDOS // DEVELOPER: CRYSTAL DYNAMICS 


» |f Project: 
Snowblind has 
better luck than a 
blizzard, then bio- 
enhanced supersoldier 
Nathan Frost will arrive 
for duty today. 
Capcom offers a 
reliable backup with Street Fighter 
Anniversary Collection, 
combining Hyper Street Fighter Il 
and Street Fighter Ill: Third 
Strike with Live online play. 


Blood 


Violence 


LucasArts and the LucasArts logo are registered trademarks 
of Lucasfilm Ltd. © 2004 Lucasfilm Entertainment Company Ltd. 
or Lucasfilm Ltd. & ® or TM as indicated. All rights reserved. 
Microsoft, Xbox and the Xbox logos are either registered 
trademarks or trademarks of Microsoft Corporation in the U.S. 
and/or in other countries and are used under license from 
Microsoft. The ratings icon is a registered trademark of the 
Entertainment Software Association. All other trademarks and 
trade names are the properties of their respective owners. 
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@ If Far Cryis 
Rambo, instincts 
looks to be more 
like First Blood. 
And anyone who 
knows their movies 
will agree that’s a 
good thing. 


You can skewer 
the bad guys 
with sharpened 
sticks if you 
want, but there 
should be 
ample 
opportunity to 
resort to more 
tradition 
methods of 
destruction. 


Videogamers aren't really what 

you’d call creatures of instinct. In 

fact, during marathon gaming 
sessions, some of them have a hard time 
remembering to wipe their hands to keep 
from getting Cheetos dust all over the 
controller. No need to worry, though—Far 
Cry Instincts just might be the thing to 
sharpen those rusty mental reflexes. 

The Xbox update to Ubisoft’s acclaimed Far 
Cry seems to be much more than the bare- 
bones port console owners have been 
conditioned to accept from PC shooters. 
Granted, Far Cry was a fine game to begin 
with, thanks to its lush environments and 
finely honed combat. But while Instincts isn’t 
quite a proper sequelthe plot, featuring 
Jack Carver's struggle for survival on a tropical 
island, remains largely unchanged—the 
gameplay is being significantly revamped. 
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The most notable addition to Instincts is 
the trap system, which does exactly what the 
name suggests: Specifically, it allows the 
player to place deadly hazards in his wake in 
order to thwart the mercenaries dogging his 
every step. Ubisoft promises no lack of 
standard FPS guns and vehicles (in fact, 
expect several new models of each), but the 
ability to lay traps has the potential to add a 
new layer of tactical consideration to a 
familiar genre. 

Wisely, Ubisoft is making the trap-creation 
process largely transparent to prevent 
bogging down the gameplay with resource 
management. Once a player learns how to 
create a specific kind of trap, he'll be able to 
build it anywhere it could work. Different types 
of traps require different environmental 
factors—trees are necessary for creating 
branch whips, for instance—but the system 


will evidently be flexible enough to allow the 
creation of both indoor and outdoor traps. 

Of course, players will have to step lively 
once they've riddled the landscape with 
deadly hidden surprises, since they're just as 
vulnerable to their traps as the bad guys. This 
should be especially true in Live-enabled 
multiplayer, since everyone will be able to 
build traps of their own. Players will be 
vulnerable for the few moments it takes to rig 
a trap, so much of the multiplayer strategy 
will come down to knowing when good old- 
fashioned firearms are the best solution. 

Admittedly, it may not turn gamers into 
highly skilled survivalists, but Instincts looks to 
be the most ambitious of all the major PC-to- 
Xbox FPS ports due in the coming months— 
which should be ample reason to keep it in 
your sights. 

www.ubisoft.com 


ae 


RATING PENDING 


Visit www.esrb.org 
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combat. The lives of your men 


XPRESS 


YUKIO FUTATSUG! 


POP QUIZ 


AROUT: 
POP QUIZ 


Each month, XBN 
pops the quiz on an 
Xbox game designer. 
We show our guest a 
series of screenshots 
and let them identify 
the game. We then 
ask them to 
comment on that 
game’s relevance—if 
there is any—to their 
own work. By 
discussing various 
external influences, 
we hope to gain 
insight into their own 
creative processes. 


rast 
ct 


1 PANZER DRAGOON SAGA 
SEGA Saturn 

YUKIO FUTATSUGI: Ah, this brings back 
memories. This is a game | helped direct 
a while back, Panzer Dragoon Saga. 
XBOX NATION: Right. This was one of 
the most cherished Sega Saturn games 
to see release. What’s it like now to 
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We name the 
we're right... 


Xbox Nation chats ( 


make games under Microsoft’s roof? 
FUTATSUGI: Well, at both Sega and 
Microsoft there was the challenge to do 
something that’s never been done 
before. In the case of Saga, it was the 
challenge to create an RPG with plenty 
of action and a unique world, and have it 
all revolve around a single character. 
XBN: What’s ironic about Panzer Dragoon 
Saga is that it was a great game 
released when Saturn was on its last 
legs—not unlike the Xbox environment in 
Japan that Phantom Dust is entering... 
FUTATSUGI: | guess I’ve grown used to 
making games for a small audience! 
[Laughs] At that time at Sega, we were 
thinking how great it would be to sell 
500,000 or 1 million copies of the game, 
but then reality set in and it really just 
became a gift to Sega fans. Of course, 
Sega wanted to make money off of the 


»Fatatsugi.whose stylish 


w ae 


P 
(Bi tm 


game, but it also realized the importance 
of satisfying consumers, especially 
those who were frustrated by the lack of 
software coming out. 


POKEMON 

Nintendo GBA/GC/N64 
FUTATSUGI: I’ve only played up until 
Pokémon Gold, so I’m not exactly sure 


which one this Is. 

XBN: Why do you think we chose a 
Pokémon title? 

FUTATSUGI: Probably for its emphasis on 
collecting stuff. | personally love games 
that focus on collecting, like Pokémon, but 
in truth, | was more influenced by another 
Game Boy title called Dragon Quest 
Monsters. It focuses on editing and 
remodeling your character, which Is similar 
to what goes on in Phantom Dust. 


2 DRAGON BALL Z: BUDOKAI 2 
Atari GC/PS2 
FUTATSUGI: |'Ve really wanted to play this, 
but | just haven't had the time. I'm really 
interested in this one. 
XBN: Players can really tear apart the 
arenas in Phantom Dust, like the 
brawlers do in the Dragon Ball Z 
television series. Your team did a much 
better job of integrating this element 
into a videogame than even the 
developers behind the Dragon Ball Z 
game series. 
FUTATSUGI: Destructible environments 
were a design priority from day one. We 
even programmed crumbling buildings into 
the game’s prototype about two years ago. 
Manga like Dragon Ball Z had a heavy 
influence on us; most guys in Japan are into 
that kind of stuff, including many members 
of our team. We like to think of Phantom 
Dust as a videogame representation of this 
idea, similar to how The Matrix did Its 
homage to [anime such as] Dragon Ball Z 
through live action. 


A MAGIC: THE GATHERING 
BATTLEGROUNDS 

Atari PC/XBox 

FUTATSUGI: Hmm, doesn’t seem too 

interesting, does It? [Laughs] 

XBN: You're correct. It’s Magic: The 


Gathering—Battlegrounds. 

FUTATSUGI: | played this two years ago at 
E3. And yes, it’s similar in that it has card- 
game elements taking place in real time, 
but | think Phantom Dust does a better job 
by focusing on the action and thereby 
making it more exciting. 

XBN: The gameplay might be similar, but 
your game leaves the tennis-court-like 
arenas of Magic... 

FUTATSUGI: Right. This game was a 
disappointment, no doubt. If Magic had 
turned out to be good, | think Phantom 
Dust would have had a nice rival to 
compete with. A really regrettable game, in 
my opinion. 


5 BLADE RUNNER 

Westwood Studios PC 
FUTATSUGI: This is a tough one. Wait, this 
is definitely Blade Runner. This game wasn't 
released in Japan, | think. 
XBN: Then how do you know about it? 
FUTATSUGI: |'m a huge Blade Runner fan. | 
haven't played the PC game, but you can 
tell just from this screenshot that it is 
undoubtedly Blade Runner. As far as 
influences are concerned, the idea of a 
dark future where people roam around 
metropolises really came from two movies, 
this and Dark City. Our lead artist Is also a 
fan of cyberpunk movies, and you can tell 
from his work on Phantom Dust. 


HALO 

Microsoft PC/Xbox 
FUTATSUGI: | hat’s Halo. 

XBN: What do you think? 

FUTATSUGI: | love the gameplay, but my 
favorite FPS is GoldenEye 007. Halo s 
number two. 16-player deathmatch was 
what did it for me. I've been pretty busy, 
but I've managed to attend a number of 
Halo LAN parties, which were awesome. 
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And now with Halo 2 on Xbox Live, I'm 
definitely going to be playing It. 

As for Phantom Dust, | would personally 
love it if fans gathered and had system-link 
parties, but because the game |s fully 
integrated with Xbox Live, | think the 
Japanese will prefer to battle online rather 
than organize parties. 

XBN: Those parties would be pretty 
small, too—Phantom Dust supports only 
four-player battles. 

FUTATSUGI: We had to do that because 
of the game rules, which are fairly complex. 
We first tried designing the game to allow 
more players, but it wasn't very fun. With 
eight players, the battles got too hectic, 
and naturally we would have had to build 
larger, less detailed arenas to support tt. 


7 MAGATAMA 

Microsoft Xbox 
XBN: This one never made it out of 
Japan. Not the brightest spot in 
Microsoft Game Studio’s history. 
FUTATSUGI: Uh oh, Magatama. [Laughs] 
Well, you can say the game looks pretty. It 
was a missed opportunity, for sure. Hmm... 
| really don’t want to say anything about 
this one... 
XBN: Phantom Dust’s North American 
release was shelved after E3, leading 
many to believe your game was riddled 
with problems, like Magatama. 
FUTATSUGI: Only American readers will 
see this interview, right? [Laughs] Look, | 
think it’s fair to say that some games from 
Microsoft Game Studios lack focus. 
Magatama really didn't have a hook. 
XBN: So how are you going to convince 
gamers in America and Europe that 
Phantom Dust is actually pretty good? 
FUTATSUGI: |'d really like the chance to 
release a demo disc in North America, but 
it’s basically up to Microsoft at this point. | 
have a feeling Americans will love the game 
once they taste its multiplayer. But my job 
is just to make games. It’s too bad | can't 
have a more direct influence on pushing 
the title overseas. / 
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AROLT: 
YUKIO 
FUTAT SUGI 


Studied Computer 
Science at Tsukuba 
University before 
scoring his first job, 
followed by a year- 
long training course 
on game design at 
Sega. Soon after, he 
helped direct the 
Panzer Dragoon 
trilogy for Sega 
Saturn, then moved 
on to produce 
PlayStation 2 mech- 
strategy title Ring of 
Red for Konami. After 
a brief stint develop- 
ing games for Sony, 
Futatsugi was 
recruited by Microsoft 
Games Studios Tokyo, 
where he commenced 
development of 
Phantom Dust. 


AROUT: 
PHANTOM 
DUST 


The bastard child of 
Microsoft Game 
Studios Tokyo, 
Phantom Dust was 
cut from the Western 
Xbox canon by higher- 
ups in Redmond just 
before last year’s E3. 
Now backed by new 
publisher Majesco, 
the game—along with 
its hybrid gameplay of 
skill cards and real- 
time battles—is now 
scheduled for a spring 
release in North 
America. Phantom 
Dust—which features 
features an RPG-like 
single-player 
campaign and 4-on-4 
battles over Xbox 
Live—hit Japanese 
retailers on 
September 23, 2004 
and was warmly 
received by the 
Japanese media. 
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THEORY BECOMES 
FACT 


Kung Fu Chaos developer Just Add 
Monsters apparently isn’t as dead as 
previously believed. After the original 
company went into bankruptcy along 
with its owner Argonaut, its staff 
resurfaced with a new company, Ninja 
Theory, which is reportedly hard at 
work on a new next-generation 
action game called Heavenly Sword. 
Ninja Theory features all the top 
people from Just Add Monsters, as 
well as former Argonaut boss Jez San, 
who put up some of the scratch to 
get the new company started after 
leaving Argonaut during the 
bankruptcy proceedings. As for the 
game, Ninja Theory is staying quiet 
so far, but we're pretty sure ninjas are 
involved in some fashion. 


Speaking of the next Xbox, the 
makers of Battlefield 1942 and 
RalliSport Challenge are already hi 
deep in next-gen projects. Just as. 
Electronic Arts announced a bid to 
buy Digital Illusions CE (Dice), the 
Swedish developer announced plans 
for three projects aimed at 
Microsoft’s and Sony’s next 
consoles: an action game due in 
2007, a more shadowy project 
planned for 2006 or 2007, and a 
version of Battlefield: Modern 
Combat for the successor to the 
Xbox. Dice won't say exactly when 
the next-gen Modern Combat will 
hit, but it’s aiming to have the game 
done by the fall of 2005. 
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PREP FOR DUST-OFF 


Phantom Dustis ticking over nicely 
- in Japan. Microsoft recently 
pt be, siieplied its online four-player 
~ e psychic fighting game with a new 
" “*s injection of downloadable content, 
}: > adding 200 new Collectible psychic 
2 powers to the existing library of 300 
* ‘from the original game. Hopefully, 
*-these-extras will be included when 
"Majesco publisher brings the game 
> Stateside. 
hes: 


LONDON CALLING: XBOX IN THE UK. 
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Many thought the whole 9 

February message that appears 

at the end of a Legendary 
session of Halo 2 was nothing but hot 
air and Internet rumor-milling. However, 
after a few swift calls to Microsoft, | 
discovered one of two things: Either the 
boys on the Net have managed to fool 
everyone, or Bungie is building up to 
some sort of announcement at some 
point this (or any other) winter. 

Am | the only person here who really 
couldn’t care less if there were another 
Halo game announced on February 9? I'll 
take the resounding chorus of “Yes” to 
mean that | am indeed alone in my 
opinion that the world needs to take a 
time-out and appreciate what it’s got. 


Andy Hartup God forbid any of the undercovered games that will be released 
, in the next few months take any attention away from Master 

News Editor Chief, the virtual media darling. Who wants Jade Empire, Conker, 

XBM Forza, and Doom 3 anyway? Once again, it seems my lone voice 


is left shouting, “I do.” 

All this 9 February business is exciting, and eventually 
everyone will want to see a new Halo game head toward the 
Xbox. However, the problem here is that too many gamers, the 
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ones who waited two years to finally play Halo 2, rushed 
through Master Chief's latest and, incensed at the brevity of 
the ending, are now baying for yet another Halo. Comparatively 
few people have actually wanted to talk about how much they 
enjoyed playing through the game’s single-player campaign or 
the buzz they get from spending hours blowing up their mates 
on Xbox Live. All | hear now from the 900,000 Live users who 
signed up to play the game in the first month is, “Yeah, Halo 2 
rocked, but the ending sucks.” 

The simple fact is that Halo fans have grown to embrace the 
impatience that was cultured by the wait they endured for the 
second game. The urge to hear about what is bigger, better, 
and ultimately more up-to-date is leaving a gaping hole where 
opinion on current Xbox games should be. It seems a shame 
that February and March should be so packed with great Xbox 
releases that run a considerable risk of 

being ignored by Halo-happy punters 
searching for their next 
-. + dose of Master Chief 
loving. After all, the 


: _ Xbox certainly 
ty" doesn’t want to 
oe : be known as a one- 
trick pony. 
Be a 


LET HIM HAVE ree. eo 
Tecmo’s Team Ninja boss Tomeriabi: . as AES za." 
Itagaki is famous for sayingwhathe _-- By ue *. 


thinks, but it’s still surprising to see oe *). EES, ah 
his outspoken style rubbing off on ,: » ee ete 
the higher-ups at Tecmo. Junj 
Nakamura, the company’s pre 
recently tossed a few bombs in’ ’ 
Sony’s direction at a midyear ; 
investment conference, criticizin i 
the design of the company’s next 
console and downplaying the 
progress of game development for 
the next PlayStation. On the other 
hand, he had plenty of kind words 
for Microsoft, which has apparently 
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Another subject Tecmo’s a little 
sensitive about is the Dead or Alive 
series. Though most Japanese 
publishers are comparatively laid 
back about the use and abuse of 
their trademarks by fans, Tecmo has 
lauriched another copyright- 
data lawsuit stemming 
rom amateur hacks applied to the 


DOA games. Japanese PC magazine 
‘~PC-Giga recently published an issue 


with an item on Xtreme Beach 
Volleyball-hacking accompanied by 
an illustration (use your 
imagination). In response, Tecmo 
sued the magazine’s publisher 
looking for an injunction and 
damages, making it the second 
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FINAL BLINXTASY. : 


After finishing up Blinx'2 for the og 
Xbox, Japanese developer Artoon is °.~* 
turning its attention to something R - 
a little different. Instead of making <s 
another character-driven "4 - % 
platformer, the company— 

cofounded by Sonic the Hedgehog. >". :@ 
designer Naoto Ohshima—is looking *~ 2 
for staff to work on a next- oe 
generation RPG. While Artoon :* aie. 
hasn’t said exactly which next- 

generation platform it’s looking at, 


been very forthcoming with support 
for next-gen game development. 


Has rampant homelessness hit the streets of Tokyo? 

Over the past month, teenagers, salarymen, and even 

cosplay fanatics all appeared to be without work or 
home, thronging the city sidewalks despite chilly morning 
temperatures. But in truth, they were lining up Halo 2-Midnight- 
Madness-style for a three-hit combo of historical gaming 
goodness. On November 27, two million Japanese set off for an 
exercise in cultural duty—buying Dragon Quest Vill. Two weeks 
later, many were back in line to be the first to touch the new 
Nintendo DS. And on December 12, it was organized chaos as 
gamers fought (by forming lines) to score a PSP from Sony’s 
first shipment. 

Yes, the big dogs of Japan—Square, Nintendo, and Sony— 
launched their most important wares of the year and people 
volunteered to line up for them. So where was Microsoft? 

It seems strange to ponder why 
gamers here aren't lining up for 
Microsoft games when just weeks prior, 
millions of people from around the world 
converged on their neighborhood game 
shops to buy the most anticipated game 
of all time—Halo 2. Somewhere between 
the Dragon Quest and the Nintendo DS 
launches, Microsoft shocked even the 
most bullish analysts by announcing 
that five million copies of Halo 2 had 
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40 


THOUSAND 


The number of 
units moved in the 


first day of sales 
for DOA Ultimate. 


company targeted by Team Ninja’s 
legal wrath. 


pretty safe bet. 


been sold worldwide. “Worldwide” may 
have been more politically correct than 
“in Western countries,” which would at 
least have been more accurate. Japan 
contributed .7% to Halo 2’s worldwide 
success with around 30,000 measly 
copies sold. 

But this time, we can’t blame Halo 2’s 
lackluster performance in Japan on a 
timid marketing budget. Microsoft 
opened its wallet for a visible ad 
campaign, and this time, the Japanese 
news media played along. Magazines 
touted the game’s blockbuster status in 
the West, and even Famitsu magazine 
reminded its readers every week that 
Halo 2 was the game to buy this fall, 
along with Dragon Quest Vill and The 
Minish Cap for GBA. 

Back on the streets of Tokyo, things have gotten so crazy that 
gamers are even standing in queues to get pre-preorder slips to 
qualify for official preorders. With a front seat view of this scene, 
the top brass at Xbox Japan are facing a chilly dose of reality 
this winter. For the next round they need something to get fans 
on the streets. Something as indigenous as Dragon Quest, as 
unique as the Nintendo DS, or as sexy as the PSP. Gambatte! - 


Microsoft’s next Xbox would be a 


Ryan Payton 
Writer 
Tokyo, Japan 
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PUBLISHER: MCGRAW HILL OSBORNE MEDIA 


THE MAKING OF DOOM 3 // XPANSION 


BO yall 
jae 4 


PRICE: $19.99 


For the Lucifer-loathing Space 
Marine who has everything... 


No Doom fan’s coffee 
table would be 
complete without 
Steven Kent’s new The 
Making of Doom 3, which 
recently hit bookstores. A 
good mix of glossy photos and 
text comprise this 192-page 
book with chapters covering 
the game’s story, chilling 
environments, and ghoulish 
enemies. However, it’s the 
human side of Doom 3 that 
makes Kent’s latest worth the 
price of admission. 

Extensive interviews with 
the men at Id Software offer a 
softer, more demure side to 
the hellish front of Doom 3. 
Lead designer Tom Willits 
provides candid remarks about 
deleted and reworked 
cinematics, and even shy-guy 
programmer John Carmack 
gives readers a peek into the 
inner workings of the vaunted 
Doom 3 engine. 

Kent also retraces the steps 
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of the PC version’s four-year y 


development, touching on its 
show-stopping premiere at E3 
2002 and the events following 
the leak of a build of Doom 3 
that hit the Internet a year 
before the game’s completion. 
What Kent’s book lacks in 
depth it makes up for in blown- 
up artwork of Doom 3’s 
characters and environments, 
from the demonic cherub to a 
bloody crucifix scene. You 
know, if you happen to be into 
that kind of stuff. 

Also available at bookstores 
is David Kushner’s newly 
revised Masters of Doom 
($14.95), which 
features an even 
deeper look into 
the egos at Id 
Software. To 
read Xbox 
Nation's 
exclusive review, 
just turn to , 
page 80. 
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What we said: “It's a tremendous sequel to an 
excellent game, and it heralds great things for 


the inevitable Halo 3.” 


Prince of Persia: 
Warrior Within 
Live: Yes 

Release: 11/04 
Score: Eight 


Call of Duty 
Live: Yes 
Release: 11/04 
Score: Eight 


Knights of the 
Old Republic 
Live: Ne 

Release: 07/03 
Score: Nine 


What we said: 
What we said: 
“Republic is Star 
Wars’ daddy. in 
every sense of 


“don’t go 
expecting any 
Game of the Year 


a rightful heir, just 


nods for this 


the word.” 


incarnation.” 
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What we said: “This is 


no resoundingly so.” 


GMR RIP 

And here we thought it was the worst 
day ever when we heard that sister 
publication GMR—one of the finest, and 
certainly the most stylish, videogame 
magazines around—was closing shop... 


XBN RIP 

..of Course, we had no idea at the time 
that we, too, were working on what would 
be the final issue of XBN. So without 
further ado, a tip of the hat to GMR. 
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NFS UNDERGROUND 2 GHOST RECON 2 
Live: Yes Release: 10/04 Score: Eight Live: Yes Release: 11/04 Score: Seven 
What we said: “...an ambitious sequel with What we said: “Offline, this is a shooting 
excellent, fun controls...” gallery. Online, it’s a different beast.” 
ESPN College Madden NFL 2005 Greg Hastings’ GoldenEye: 
Hoops 2K5 Live: Yes Paintball Rogue Agent 
Live: Yes Release: 09/04 Live: Yes Live: Yes 
Release: 11/04 Score: Nine Release: 11/04 Release: 11/04 
Score: Six What we said: “2005 Score: Seven Score: Seven 
What we said: “The will not disappoint... What we said: What we said: “...the 
sweat-while-you- however, the “makes up for its biggest splinter in 
play intensity just Madden team lackluster graphics this GoldenEye is 
isn’t there...” cannot afford to (with) an exciting the multiplayer.” 

rest on its laurels.” tactical experience.” 


And now for something completely different... 


HALO 2 
See? We’re not so different after all. 


NEED FOR SPEED UNDERGROUND 2 
Speed doesn’t kill—but nitrous does. 


CALL OF DUTY: FINEST HOUR 
Honey, it’s for you! 


PRO EVOLUTION SOCCER 4 
Balis. Evolved. 


GOLDENEYE: ROGUE AGENT 
The G-Eye’d spy misses his mark. 


TOM CLANCY'S GHOST RECON 2 
Who you gonna call? Whoopi Goldberg! 
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FIFA 2005 


PRINCE OF PERSIA: WARRIOR WITHIN 
Less pomp, more stomp. 


FABLE 
Go on with your bad—or good—selves. 


SONIC HEROES 
Chronic zeroes. 


We smell the blood of an soccer hooligan. 
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Naze Xbox ga sonna ni kirai na no? 


DEAD OR ALIVE ULTIMATE 
Tecmo saves the best for last. 


HALO 2 
(Kinda) big in Japan. 


FATAL FRAME 2: CRIMSON BUTTERFLY 
Ain't nothin’ creepier than twins...nothin’. 


BLINX 2: MASTERS OF TIME & SPACE 
Sucks...but in a good way. 


HALO 
A perfect circle of life (and death). 


PROJECT GOTHAM RACING 2 
To the batmobile! 


TOP SPIN 
It’s dizzying at the top. 
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DEAD OR ALIVE 3 
Good things come in pairs. 


TRUE CRIME: STREETS OF L.A. 
it’s a crime all right. 


DOA: XTREME BEACH VOLLEYBALL 
Surf, sun, sand, and lots of skin. 


Numbers courtesy of Media Create [m-create.com] 
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STalking Smack on Xbox Live™ 
Shouldn’t Tie You Down 


Stealth mode... 
NIRELESS 


...oqguad mode 
SPEAKER@CONT 


Communication ts everything on Kbox Live. Don't lose the advantage by getting tangled up in a messy battle with 
cords. Use the Wireless Headset instead to verbally square off with opponents in cordless freedom. If friends 
stop by your home base, plug the SpeakerCom into the Xbox controller, and let them in on the trash talking. 


www.nyko.com | 2.4ciz | 


Plug and play 


Plug and play 


Compatible with all: 
Voice-enabled games 
Dual-port controllers 


No batteries required 


35-foot range 


From the makers of 


FUIRROFLO 


Unblockable wireless 
RF technology 


WIiHREBELSeSssS 


HEADS 
ireless Communication for Xbox Live™ 


Ww 


SpeakerCom™ and NYKO® are trademarks of NYKO Technologies, inc. Xbox® and Xbox Live™ are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries. ©2005 NYKO Technologies, inc Ail Rights Reserved 


BOOK CLUB VOL. 2 


If you make the 
gamers’ pilgrimage to 
Tokyo, rest assured 
that the otaku sitting 
behind the counter at 
the hole-in-the-wall 
gaming shop doesn’t 
speak a lick of 
English. A few simple 
phrases to get you by: 


How much is this? 
Kore wa ikura desu ka? 


Do you carry “X”? 
“X” wa arimasen ka? 


Do you think you have 
any left in back? 
Zaiko o shirabete 
kudasai? 


Do you have any used 
copies of this game? 
Kono ge-mu no chu- 
uko wa arimasu ka? 


Why do you hate Xbox 
so much? 

Naze Xbox ga sonna ni 
kirai na no? 
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Ra AG ete ch oe 
Phu cokeet oe AED? 


¥950 // 160 pg // 26 x 15 cm 
Wwww.amazon.co.jp 

Continue is more hardcore than you. When 
mainstream magazines feature surefire 
hits like Dynasty Warriors, Continue puts 
Vice City on the cover. And when 
Nintendo scorns online gaming, Continue 
embraces it. Recently its editors have 
become so infatuated with Western 
gaming they dubiously awarded Best 


Fighting Game of E3 ’04 to Mortal Kombat: 


Deception. Yikes, hardcore indeed. 
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¥980 // 38 pg // 26 x 21cm 
www.play-asia.com 

Reading is for suckers, says Wave. Skimpy 
in pages but gluttonous in its lengthy DVD, 
Famitsu Wave is for serious gamers who 
want their gaming news presented to 
them on the screen, not on old-fashioned 
printed paper. Every disc includes two 
hours of footage, including previews, 
strategies, and behind-the-scenes looks at 
the Famitsu offices. Just don’t forget that 
the DVD has region-2 locking. 


la: ler 27 UTS EY a 
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¥1,000 // 143 pg // 26 x 18 cm 
WWwwW.amazon.co.jp 

Take a trip down memory lane with this 
tribute to some of Japan’s strongest 
exports of the 1990s, including Metal Gear 
Solid, Chrono Trigger, and Street Fighter Il. 
The book is also a great resource on 
popular games that never hit American 
shores, like Densha de GO! and Sakura 
Wars. It’s printed in black and white, but 
the price is right. 
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MEGABITS 


Demand for epic first-person shooters will 

hopefully bounce back a bit by March of 
2005—Pariah deserves more attention than it’s 
getting. Unreal Championship this is not: The solo 
game is fully fleshed-out, and the Xbox Unreal 
technology is back near the cutting edge. 

Hands-on time with the solo game reveals 
unexpected depth in the weapon system. Each of 
a dozen weapons (including a portable medical 
device—the lead character’s a fugitive Army 
doctor) has three progressive upgrades, and no 
two sets of add-ons are alike. Sniper rifles gain 
sharper scopes and infrared vision, shotguns snag 
AP ammo or faster reload times, and grenade 
launchers get remote detonation and magnetic 
shrapnel. Grenades with their magnetic fields 
turned on suck in bits of ferrous junk, increasing 
the final detonation’s blast radius. The 
soundtrack’s an unconventional turn as well, a 
more subtle score by Uru: Ages Beyond Myst 
composer Tim Larkin. 

Multiplayer includes the usual suite of premade 
maps, but the real fun is building your own 
environments. The editor doesn’t just plug 
Tinkertoys together—instead, it starts with a 
loose template, usually an outdoor area designed 
for deathmatch or assault-and-defend. From 
there, mapmakers can deform the terrain, paint 
textures, pick lighting themes, and scatter stacks 
of objects around the stage, including boxes, 
derricks, ammo stations, and defensive turrets. 
Topping it off, like an edited Tony Hawk level, any 
work in progress is available for instant previewing 
and exploration with minimal load times. 

How easy it will be to trade levels online is 
up in the air. Jumping into someone else’s 
created level will be no trouble, and you can 
arrange to trade maps with other players 
afterward. A big enough community could 
provide maps to last until Halo 2’s gone. 
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Spare your craw and leave the tough 

questions to Bill and Ted (is it possible to 
travel back in time and prevent your parents from 
ever meeting?). Developer Free Radical sure isn’t 
sweating the details with its Doc 
Brown-approved trek across the space-time 
continuum. Instead, the old sci-fi chestnut serves 
as an excuse to shoehorn a cornucopia of 
environments into a single corny shooter. 

Sample scenarios include something out of a 
’70s spy thriller complete with sexy criminals in 
psychedelic jumpsuits and a jive-talking, mutton- 
chopped secret agent; a steampunk reimagining 
of the roaring ’20s where clockwork robots run 
amok; and a far-flung future that smacks of The 
Terminators SkyNet. 

From high-tech weapons of tomorrow to turn- 
of-the-century antiques, each period also has its 
own peacemakers, such as a gravity-defying 
device that levitates and launches anything that 
isn’t nailed down, and a crank-operated cannon 
which hurls harpoons through silly human (or 
other flavored) shish kabobs. And we do mean 
silly—so far, your foes across the ages eschew 
cover for a stand-around-and-get-shot-at game 
plan, but there’s still, er, time. 

Coming from some of the same folks behind 
beloved Nintendo 64 oldies GoldenEye and Perfect 
Dark, Future Perfect also features online play in all 
of the familiar flavors (deathmatch, capture the 
flag, assault, etc.), as well as a streamlined 
mapmaking mode that looks to become the 
centerpiece in publisher EA’s plans for Live 
community support. Want a spacious arena ideal 
for sniper duels, a cramped obstacle course where 
rockets reign, or a vast series of ramps and roads 
that doubles as a vehicle stunt park? Do it 
yourself, share it online, and let the world decide 
whether your killing field is a masterpiece or just 
so much feces. 


Eidos is positioning its forthcoming 25 to 

Life as “the first-ever online cops and 
robbers game”—SOCOM for the Boys N the Hood 
set. Inspired by everything from Cops to Menace 
Il Society, it’s an attempt to take competitive 
squad-based gameplay out of the context of war 
and/or outer space and place it in something a 
bit more, uh, “culturally relevant.” 

The moment-to-moment action is somewhat 
reminiscent of Max Payne’s gameplay in terms of 
both look and feel. Frenetic run-and-gun shooting 
is the order of the day for the 8-on-8 battles over 
Xbox Live, complete with all the niceties 
expected from a game like this in (early) 2005: 
dual-wielding, sniper rifles, human shields, and all 
other sorts of morally questionable behavior. For 
those looking for something a bit less homicidal, 
25 to Life borrows a page from Jet Grind Radio’s 
book by incorporating graffiti mechanics, as well. 

While there will be a single-player component to 
the game, the real emphasis has gone into 
elaborating upon the multiplayer standards 
already in place. Would-be gangsters will be able 
to customize their characters by using a wide 
variety of stereotypical hip-hop ornamentations, 
including making creative visual alignments with 
their clans. Several new modes are being 
implemented as well, including robbery, in which 
gangsters choose from a host of targets they 
want to rob, while cops have to protect all areas 
and then prevent gangsters from escaping out a 
(ever-changing) backdoor exit. 

25 to Life is banking much of its appeal on being 
authentically “hip-hop,’—the game’s soundtrack is 
set to include the likes of Tupac, DMX, Mos Def, 
and Ghostface. It takes more than just busting 
guns and licensing music to birth hip-hop nobility, 
however; whether the game comes across as 
pandering fluff or the genuine article still remains 
to be seen. 
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In the wake of EA’s spit swap with the NFL, 

Midway seems to have come up with an 
attractive alternative. Developed in collaboration 
with a writer from ESPN’s Playmakers TV series, 
the game features a “revolutionary campaign 
mode that explores the on-field violence, off-field 
fallout, and front-office politics of professional 
football.” We’re not sure if that just means 
“football with punching,” but color us intrigued. 


It was only a matter of time until EA went and 

Street-ified the world’s most popular sport. 
This arcade-rich footy experience involves 4-on-4 
matchups in which fancy schmancy dribbling— 
from your feet to the top of your noggin—is only 
the beginning of your repertoire. You'll also travel 
the globe and compete against the sport’s elite 
players, such as Freddy Adu, Ronaldinho, and David 
Beckham (insert Posh Spice joke here). 


Courtesy of Hungarian developer Nagual 

Games, Dealer—if promotional materials are 
to be believed—will be “just like Grand Theft 
Auto”...sans irony, subtlety, and style. Players go 
from street hustler to premier peddler, sampling 
the goods, buying nice things, and micro- 
managing prostitutes along the way—whee! Sure, 
it probably won't ever ship to these shores, but 
join us in praying that it doesn’t. Just in case. 
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Think steering tiny steel balls through 

pivoting boards. Super Monkey Ball swaps 
the BBs for simians in spheres and sets them 
spinning through Escher-esque puzzles. Deluxe 
collects the 254 original GameCube mazes and 
adds 46 more for a top-notch twitchfest. Also 
included: a barrelful of multiplayer party games— 
some are merely monkey business, but most are 
impressively polished, and addictive to boot. 


To be blunt, the graphics in Drive to Survive 

totally suck. But play Survive for more than 
10 minutes and you'll see why XBN has officially 
kicked off its positive word-of-mouth campaign for 
this game. Survive puts four players in a fast- 
paced top-down racing game in which falling 
behind means a trip to the scrapyard. It’s a simple 
yet charming combo of Bomberman’s addictive 
party games and 2D old-school arcade racing. 


At long last, one of the finest sports series in 

the history of videogames lands on Xbox. 
Building upon its well-proven formula, Winning 
Eleven 8 delivers a wealth of new moves and 
tricks, along with a new dribbling system that will 
offer more control in 1-on-1 situations. The game 
will feature 136 club teams and 57 national 
teams...and XBN’s advice is to get it before EA 
buys the sport itself. 
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Lost that 
lovin’ feeling? 


SRR Tse Teh be ee 


- 


We understand. 


Old favorites feeling like same old 
same old? Trade in and trade up! 
Put some spark back in your game! 


TOP TEN REASONS TO 
TRADE AT GAME CRAZY: 


Best deal on trades, guaranteed! 
Best deal on trades, guaranteed! 
Best deal on trades, guaranteed! 
Best deal on trades, guaranteed! 
Best deal on trades, guaranteed! 
Best deal on trades, guaranteed! 
Best deal on trades, guaranteed! 
Best deal on trades, guaranteed! 
Best deal on trades, guaranteed! 
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0 Best deal on trades, guaranteed! 


LARGEST SELECTION 
Nobody beats our selection of NEW, USED 
and CLASSIC games and consoles. 


TRY BEFORE YOU BUY 


Play ANY new or used game So you can 
make sure it’s exactly what you want. 


Hit GEM nGI for a store near you. 
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Another not-so-hard-to-exploit hi ling spot in As 
Hide below here on Ascension to win the oddball round. 


Shoot straight up into the a 


the Chief 
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Hide here with your oddball to win the round, cheater. 
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In the frozen tundra of an abandoned 

Flood research center lies the Lockout 

facility. Divided into three levels all 
connected by narrow paths, Lockout is a map that 
favors close-quarters combat, but the pair of 
elevated choke points make a sound battle-rifle 
user or sniper invaluable in team games. 


GENERAL STRATS 


Tight quarters make the energy sword critical in 
either team play or free-for-alls. The plasma pistol 
located on the central level can quickly be paired 
with an SMG or a magnum for fast kills. Because 
of the hallways’ claustrophobic size, being able to 
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kill quickly with two weapons is vital. However, 
snipers and battle-rifle lovers will also be able to 
sit in their respective perches and do significant 
damage to players in the middle of the map, 
logging a handful of kills from afar. 


SLAYER SKILLS 


With no rocket launcher to whore, the Covenant 
energy sword and shotgun become critical 
weapons to control. You can reach the sword 
quickly by jumping down from the central level— 
you can then fire up Halo 2’s version of the 
lightsaber and swing away, sweet Spartan. 
Overcharged plasma-pistol shots will knock 


LOSE-QUARTERS COMBAT... 


LOCKOUT 


shields out, and if you have a 
magnum or a battle rifle, one 
head shot will give your 
opponent a respawn to 
think about their mistake. 


TERRITORY 
TIPS 


Controlling all three 
spots is a nice bonus, 
but it makes more sense 
to grab two plots and 
hold them. The two 
easiest ones to 


behind. Neoy an eye ‘on the motion ‘Sensor, newb. 


CAPTURE THE FLAG | 


THE ROOM: For objective-b5% 


games on \ Lockout, the green room is a 


good spot to play defense with the rest 
_ of your Bad News Bears crew. Be sure to 


grab the shotgun while you're at it. 


THE LIFT: There are two little ledges 
next to the lift that most people i ignore. 


These are good spots to pick off 


unsuspecting chumps as they jump into 


the blue beam of light. 


hold? The top perch where the battle rifle is and 
the middle | territo! y near the elevator. Let the 


time... .assumi ig they don’t kill the battle rifle from 


In single flag, the onus really is on the defense 
because Lockout is so small. Teams can just inch 


. the flag back to their base. The usual jump-and-- i 
toss technique of fla ag bearers is a bit risky here, 
“as the odds of you tossing the flag right off the 
map are pretty g good. On defense, you will want tO. - 
___ send someone for the sword immediately and 

' have someone else guard with the shotgun. Keep 
your eyes to the sky, however, as opponents can _ 
__ jump from the center platform all the way down 
to where the flag is, and it’s likely « 


a team will have 
a battle rifle T or a sniper waiting to cover | the 


exiting flag bearer. On defense, if you op ponents 
_ think they're home free, you can run up the front 
of the battle-rifle tower, crouch, and d watch your 


motion ‘sensor—when they get close, blow the 
containers. Your foes and d the flag will blow right 
off the map. Enjoy the whining that will commence 


at 


ju MF / ARO U ND! 

And we don’t mean House of Pa ain—a team that 
battle rifler provide support from above andhave 
your teammates dual-wield, andit'llbe overinno _ {eft stick at the top of your jump) can sure bring it 
on Lockout. From the rails beneath the sniper 
tower, you can hop up to the central panel and 

— then hop up again onto the ails and click-jump up 

___ to the battle-rifle tower. And you can do all of this 
_ while carrying the flag. Pesky sniper giving you 


the sniper tower and onto the small ridge and then 


reset It. Just use the R trigger and diay! it 
_off the map. There are two led 


_ room that you can hide on. Take the - 
~ ball to these ledges and crouch. 
a Unknowing opponents w will look all over 
_ for the ball; just don’t let your sn 
_ give you away —mute your voice w hile 
Sean you laugh. / 


_ : - : THE DROP: When camping with the 
| oddball in the green room, make sure to 
have two guys up on top of this drop 
play sentry, or else you'll be flushed out 
with grenades from above. 
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has mastered the click jump (click down on the 


problems? If you jump off of the small pillars below 


walk around it, you'll appear next to the pesky 
snipek Oh, you'll falt On yout not careful. — 


YOU LOVE B, ALLS : 
In oddball, ¢ don’t make the mistake of 


jumping off of the map with the ba to 


dges on the 
walkway that leads into the elevat tor 
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GOING LIVE L|ST 


Everything you wanted to know about Xbox Live (but were afraid to ask) 


CURRENT XBOX LIVE GAMES 


Title Publisher sialidphaie ae pg Downloadable Content/Updates 
All-Star Baseball 2005 Roster/stadhan — 


Armed and Dangerous eT Sumer Home mission 
Ls oa ee 


Dance Dance Revolution Uttramix: 
a or Alive ces 
ESPN cone Hoops 


Roster updates 


| Twosets of costumes 

! : Thee semen ee Mill DC, = alan North, th Kepalye Exabtation 7 
Madden NFL 2005. ~ ; : 
Men sth ton 
" ae a - 


Mortal comet Deception 


MX mi le Two new tracks (Backyard Bash and Mall Jump) and nine new riders 
| Spring roster update now available 
NCAA college Basketball 23 


Need for Speed Dedieodanl 2 
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So you've got a shiny new Xbox our guide to everything Xbox Live:the —_ looking out for in the near future. 
Live account and a fat stack of games you can play online now, the We've also got a list of the most 


games gathered into small (but games that have downloadable popular games out there as of right 
organized!) piles on your floor, but you —_— content, and the games with online now, so you know where to go for the 
don’t know where to start. Well, here’s capabilities that you should be stiffest competition around. 


Live i 
Title Multiplayer Live 


NHL Rivals 2004 a oo Roster ee as Sag March 2004 


Outlaw Volleyball 


Prince of Persia: Warrior Within 


Ster areves Jom sti Jedi Accel 


Star Wars: The Clone Wars 


Tenchu: Return From Darkness 


— Woods PGA Tour 2005 
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OUR PICKS: THE T E TOP XBOX LIVE GAMES 


Project Gotham Racing 2 Tom Clancy’s Ghost Recon 2 Star Wars Battlefront 
Bizarre Creations | Microsoft Day 1 Be esc ° Microsoft Red Storm | Ubisoft Pandemic Studios | LucasArts 
Paris premium pack contains seven tracks Four mechs (Corvus, Raven, Loki, 

and eight cars (TVR Cerbera Speed 12, Hellbringer), 10 maps (Hell’s Kitchen, ——— 

BMW M3 CSL, BMW 645Ci, Chevrolet Midtown, Desert Storm, Stone Cold, Counter-Strike ESPN NFL 2K5 
Corvette C6, Ferrari 250 TR, Ferrari 288 Demolition Town, Rock Solid, Jotunheim, Valve | Microsoft ESPN | Sega 

GTO, Ferrari 365 GTS 4, Porsche 356 A , Secret Outpost, Magma Fields, City Under Two maps: Office and Inferno Roster updates 
Carrera). Siege), and five new game modes (Giant 

Long Beach pack has eight more tracks and _ Killers, Scout Match, Skirmish, Check it, —————— 

cars (Subaru 22B STi, Ariel Atom 2, Ferrari and Take it) Tom Clancy’s Rainbow Six 3 Halo 2 

612 Scaglietti, Porsche 911 GT2 Clubsport, Ubisoft Montreal | Ubisoft Microsoft | Bungie 
Subaru Impreza 22B STi, Radical SR3, Dodge Five maps: Meat Factory, Scharins,Close_ - 

Ram SRT-10, and Volkswagen Nardo). Quarters, Parkade, and Train Yards 
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OK, so you’ve finished Halo 2’s 
single-player campaign, maybe 
even two or three times, on 
Heroic or Legendary. You’ve seen 
all the levels, mastered all the 
weapons, piloted all the vehicles. 
You can jack Banshees with your 
eyes closed and pull off the 
overcharged plasma 
pistol/battle rifle head shot 
combo in your sleep. 


Well, guess what, hotshot? You 
haven't done it all. Bungie loaded 
Halo 2 with secrets, hidden 
locations, and fun experiments— 
often intentionally, but 
sometimes not (wait till you see 
the energy-sword flying bug)— 
that are still coming out even 
now, months after release. So 
don’t log in to Xbox Live for once 
and instead relearn the joys of 
playing with yourself, courtesy 
of our handy guide to the 
supersecrets of Halo 2. 
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JLL: No name ie sKULL: Thunderstorm 
EVEL: Armory Pe | EVEL: Cairo Station 
20? No one is sure : Bei T’S IT DO? Promotes all 
yet, actually... ati ee Covenant troops to their 
oe | toughest possible incarnations. 


Beinn 
Naa 


as 


=: Catch 
: — 4 F LEVEL: Metropolis 
[HAN 0? Your HUD and » Hg : - WHAT’S IT DO? Enemies have 


weapons disappear from view. ete oo more grenades and use them 
more often. 


SKULL: Angry . 

LEVEL: Gravemind: 

WHAT’S IT DO? You can keep 
this skull for use as a melee 
weapon; also, grunts shoot 
faster when you have it. 


SKULL: Sputnik 
LEVEL: Quarantine Zone 
WHAT’S IT DO? Makes certain 


| objects (vehicles, etc.) lighter, so - 


explosions and melee attacks 
move them further. 


dw 


LLe - -- WOU EET 
At the very start 
-. 
L 


turn around and look f 


bg ial io ae 
tunnel. Head into 


5K sy Ghost 
EL: Uprising 


V i HAT’S IT DO? No one really knows...yet... 


oe ores 


Sonne eres 


SKULL: Envy 

LEVEL: Detta Halo 

WHAT’S IT DO? Gives the Chief 
active camouflage just like the 
Arbiter’s. 


HALO 2 TOP SECRETS 


Scarab gun a bit too much 

for ya? (See page 63.) Yeah, 
we can relate: Well here’s one 
that’s a bit easier and just as 
much fun, There’s'a giant soccer 
ball you can kick around on top of 
one of the other buildings near 
that same atea in Outskirts. 


Get to this 
| area with the 
. energy sword 
equipped and 
be in the 
passenger 
seat of the Warton when the 
Covenant drop ship swings by. 
Target its gun and attack, 
wait a bit before exiting you seat 


a. LOOK Over 
» here before 
you exit to 
fly up (if 
you're too 
high ornot 
high enough, try again and change 
your exit timing): You wanna get... 


..to the top 
of this 
building. Walk 

| over to. the 
right and fall 
off. onto... 


these 
girders; then 
am head down 
g the right side 
until... 


Se yOu find the 
ms giant soccer 
2 ball! Jump on 


around oth a Warthon of 
grenades—whatever @ want! 


There are lots of ways to 

get places you aren't 
supposed to get to in single 
player—using your partner's head 
as a ladder in co-op, piling up 
vehicles and climbing up them, 
grenade- and crouch-jumping, the 
sword-fiying trick, etc. 
Experiment! 


Also, playing in-co-op is a great 
way to aid your exploration. 
Players can “leapfrog” each other, 
using the respawn ability to 
explore areas they otherwise 
wouldn't be able to reach. Lewis 
and Clark didn’t do it alone, 
neither should you! 


HALO 2 TOP SECRETS 
SKULL: Assassins 
THE SECRET SWORD LEVEL: Regret 


WHAT'S IT DO? All enemies 
have active camouflage. Yikes! 


To get an energy sword in the Outskirts level, first follow the 
directions for the “Blind” skull we just went over (you were paying 
attention, weren’t you?) to get on top of the first building of the level. 
Now, instead of going down the hall, jump across where you came in... 


Then 
grenade- 
jump (toss a 
grenade 
= near the 
base of the wall) to get up on this > 
wall. Head in that direction until 


you find a little section where the 
Pelican flies through. Jump over 
the ledge and go straight until... 


..you see this. Now jump on 
those things that look like air 
conditioners and continue on, 
favoring the left until you see... 


..the sword, along with Bungie 
level designer Tyson Green’s 
nickname “Rex” written in blood. 
(Fun fact: It was also hidden in 
the last level of the Halo.) 


eirlia tuk =, 
WU WING & ind oD 


SRULL: Mythic 
LEVEL: Sacred Icon 

WHAT'S IT DO? Sorry, no one is 
sure about this one, either. 


\ da | alpen 
rer 


To do this trick, you'll need three 
things: 1) a Warthog, 2) an energy 
sword, and 3) a low-flying 
Covenant vehicle (drop ship or 
Banshee). Equip the sword and 
get into the passenger seat of 
the Warthog as the Covenant ship 
approaches. Keep your targeting 
reticule over the ship as it flies by 
and press Attack when it turns 
red. Now let the ship fly away, and 
when you finally exit the Warthog, 
you will fly in whatever direction 
you're looking. You fly for only a 
limited time, so try exiting the 
Warthog sooner or later to fly 
higher or lower, depending on 
where you want to go. 


Famine 
The Oracle 
Makes all 
weapons you pick up have less 
ammo. 


Black Eye 
Great Journey 
Your energy 

shield will not recharge unless 
you use your melee attack. (You 
can even double the effects like 
an overshield if you do it 
enough.) 


HALO 2 TOP SECRETS 


There are a few methods to get this incredibly powerful gun way on 
top of a building in Metropolis (including, getting a Banshee through 
the tunnel, piling grenades up under a car, or reprogramming the 
game’s code), but this seems to be the easiest. Of course, “easiest” is 
a relative term—you’re going to need a lot of time and patience to do 
this one. Good freaking luck. 


OK, got your weekend all freed up? Good. First, get to Metropolis with 
the energy sword (follow our previous tip on getting the secret sword 
on Outskirts and end that level on foot, not in a vehicle, to keep the 
sword in Metropolis) and make your way to the big-city part of the 
level, after the tunnel, just before the Pelican drop ship comes down. 
Get four marines or so and two Warthogs up on this bridge. 


Now, trigger the Pelican. As it comes in, kill marines quickly with your 
energy sword until they start attacking, then hop into the passenger 
side of one of the Warthogs pictured above. The marines should be 
shooting at you from the back of the Pelican. You can target the one 
on the back of the Pelican with your energy sword and pull the Attack 
trigger. Now, grenade your own hog to knock it off the bridge and 
hope it lands right-side up. (If it doesn’t, revert to the last checkpoint.) 


The key now is timing. Look up into the sky—see the two long bridges 
between the 

buildings 

above? 


You want the 

closer one. 

Look straight 

up at it as you 

exit the 

Warthog 

(pictured here) 

and you'll fly 

for a limited 

amount of 

time, 

hopefully just 

enough to make it on top of that bridge. This takes practice— 
experiment with the timing of when you leave the hog to get it right. 
Again, if you screw up or get screwed, revert to the last checkpoint. 


By now it’s Sunday night, and you're about to go insane, but you did it! 
(Right?) Anyway, if you did, you'll find a curiosity near the middle of 
the bridge. Pick it up and give it a whirl. BADOOSH! It’s a handheld 
version of the same gun the gigantic Covenant Scarab uses. Now all 
you need to do is get back down...aw crap! 
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AWARDS 


2004 XBN AWARDS 


e\ malig 
with sore am award for 
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2004 XBN AWARDS 


Ubisoft // Ubisoft Montreal 

Held by the throat, you hear a 

hoarse whisper through your 
headset. “Hush,” (or perhaps, 
“Wazzzzzup?”) someone says 
before snapping that meager roll of 
quarters you call a spine. Pandora 
Tomorrow plays it up close and 
personal with a tangled hunter-and- 


prey intimacy that’s unlike anything 


EXCELLENCE IN INNOVATION 


we’ve touched before. 

Where eavesdropping on the 
opposition with spy traps and 
tracking bullets adds an element of 
voyeurism, remote cameras 
complete with knockout gas and 
trip mines encourage strategic one- 
upmanship, making every cautious 
move count. Reflexes and a hair- 
trigger finger alone can’t cut it 
(although they certainly help): You 
have to suss out the enemy’s 
schemes, see his plans before they 
hatch, and know your environment 
well enough to improvise when 
things go south. In short, 
Tomorrow’s multiplayer invented a 
genre, and its sequel, dubbed 
Splinter Cell Chaos Theory, couldn’t 
come soon enough. 


SEST SOUND DESIGN 


Sound often gets the short shrift 
compared to its big brother vision. 
XBN applauds the hard work of 
aural artists everywhere. Sound off! 
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Microsoft // Bungie 

Halo 2’s cacophonous howls 

combine with an awe-inspiring 
martial score to make for a 
thoroughly engrossing aural 
assault. Whether they are 
heightening the tension of a 
firefight or emphasizing the 
grandeur of some wide-open 
outdoor terrain, the score and 
sound effects manage to perfectly 
capture a mood and set a scene. 


Microsoft // Big Blue Box 

Build your own hero. Shape 

him by making moral choices. 
Guide his development by selecting 
specific skills, allowing him to 
become a wizard, warrior, archer, or 
thief, or any combination thereof. 
Fable’s depth of character 
customization is as unique as it is 


ambitious—your destiny awaits you. 


THE AWARD > 

The Excellence in 

Innovation Award 
recognizes those titles that 
nave brought something 
new and surprising to the 
table. But new ideas in 
themselves aren't enough 
to win—they have to be 
well executed and fully 
Integrated into the 
gameplay. Both British RPG 
Fable and Midway's 
Ingenious Psi-Ops made 
the cut, but thanks to a 
truly Innovative and 
superbly executed Live 
mode, Ubisoft’s Splinter 
Cell sequel clinched tt. 


Midway // Midway 
Comprehensive, finely tuned 
controls make this psychic 

action-adventure play like a 

dream—a bland but empowering 

one in which your enemies float 
helplessly in midair before being 
peppered with gunfire and set 
aflame. Oh yeah, you can also make 
their heads pop like grapes, just for 
good measure. 


REST CUT- =aLENES 


Be they rendered, interactive, or 
otherwise, cut-scenes are the _ 
waypoints that make interactive 
storytelling a medium like no other. 


Vivendi Universal // Starbreeze 
A top-caliber game deserves 
top-caliber treatment, and 

Starbreeze Studios’ Riddick 

succeeds on both counts. Riddick’s 

cut-scenes—running on the game’s 
stellar engine—sport excellent — 
voice acting, animation, and — 
direction, making for far better 
viewing than the fi _ it’s based on. 


BEST SPORTS GATE 


FIGHT NIGHT 2004 


You swung, he swayed. He 

swung, and you sprayed blood 
and saliva like you’d been gouged 
with a brick boxing glove. Your first 
bout in Fight Night’s photo-realistic 
ring would’ve been one for the 
record books if only it had been your 
fists and not your face that 
shattered the record. 

But you took yourself to task; 

tackled a mess of minigames that 
taught you how to hold your own 


Vivendi Universal // Starbreeze © 
|: Sc Name‘ your favorite effect, 
and it’s probably on ae: 
here, including the “normal - 
mapping” that looks like:2005’s  - 


next big buzzword; The brilliance of : 


Butcher Bay’s:graphics isn’t just in 
a list of features, though—it took 
considerable skill-:and artistic savvy 
to make the engine produce near- 
human characters in a: near-reat 
énvironment, one depressing 
enough to.make you start ae 
its virtual walls. 


with the game’s all-analog controls 
by testing reflexes, memory, and 
timing; and got back in there. 
Contenders are still tough as nails, 
but working the ring, mixing 
punches, mastering upper-body 
movement, and saving stamina for 
hits that have the chance to connect 
are all part of what makes Fight 
Night not only the best boxing game 
money can buy, but the best sports 
game you'll play on Xbox this year. 


-» Admittedly; there’s nota lot 
onscreen in Riddick:at once: men, : 


_: Buns, Shanks, blood, and 


claustrophobic corridors. But-what 


ae. Sweden-based Starbreeze Studios 
- chose’to render looks: better than 


What’s been: featured in any other 


- game, with a heightened high-tech 
-level-of:-detail stepping-ever closer: : « 
to the: border:of reality: Starbreeze’s 


ability:to know just what to leave 
out ‘and how to make what's left 


-- behind look great makes Riddick 


2004's best-looking game. 


2004 XBN AWARDS 


THE AWARD > 

With EA's stellar sports lineup finally gracing Xbox 

Live, this was a great year for online Xboxers in tne 
sporting mood. But while EA got the lion’s share of the 
spotlight, other publishers brought top-notch releases 
out to play, too. So leave your paddles, your balls, your 
kneepads, and the Ben-Gay behind; from Ping-Pong to 
pugilism, the best place to get sweaty Is on Xbox. 


Sega Visual Concepts Activision // Neversoft 


For a mere $19.99, you get it 

all: great gameplay (both 
online and off), fluid animations, 
and graphics that hit Madden where 
it hurts. In the wallet. 


The Birdman soars once again 

with THUG2, proving in-your- 
face sports can still feel fresh after 
several iterations. Extreme—and 
extremely good. 


“HALO 2 


THE AWARD > §: 
» 2 It’s the first thing you notice when you sit:down to 
play:a game, the most glaringly obvious sign that 
your hard-earned $50:was money well'spent. We live in a 
time when the interactive magic worked by top developers 
can eclipse even the beauty of the real world; with the 
Best Graphics Award, XBN celebrates: some of the most 


‘talented digital artists in:the world: 


NINJA GAIDEN 


Microsoft // Bungie Tecmo // Team Ninja 


-Much has been said about the 
beauty of Halo 2. Not so much 
has been:said:about its ugliness, 
which explains its nomination here. 


Pretty as a:picture, Ninja 

Gaiden is. From the cut-scenes 
tothe in-game models; Gaiden is as 
good looking.as it gets. 
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AWARDS 


2004 XBN AWARDS 


Sega From Software 

Nothing better exemplifies a 

complete and total dedication 
to stylish presentation than From 
Software’s Otogi 2: Immortal 
Warriors. But there’s substance 
here to match: This is one hell of a 
game. Sequel to its commercially 
overlooked predecessor, Warriors is 
equal parts texture artistry and 
brute hardware exploitation. 

Set in the the Heian period of 

ancient Japan, Warriors features a 
wispy world steeped in mystic 


oo 


Electronic Arts | Criterion 
; From fetishistic tuner sims to 
classics reborn, racing games 
had a banner year in 2004. But to 
fans and critics alike, only one title 
shot to the finish line with nitro— 
and style—to spare: Burnout 3: 
Takedown. Burnout is all about one 


_ thing: motorized vehicles behaving 


badly—and at lethal speeds. So 


_ much so, in fact, that the game 


becomes about creating 


_ spectacular crashes in some parts. 
__ The signature gameplay mechanic 
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HES) ART DIRECTION 


Out from the drawing board and into our hearts 


mischief and ravaged by the will of 
the gods. And when the game 
transports you to a tranquil temple 
of worship, you’re momentarily 
paralyzed before dashing to and fro, 
smashing every wooden pillar into 
satisfying chunks of debris. Warriors’ 
adherence to its destruction theme 
also results in some of the thickest 
and most brilliant particle effects 
ever witnessed in a videogame (see 
screenshot above if you’re 
incredulous). Now go. Spread the 
gospel of Otogi. 


is deceptively simple: The more 


recklessly you drive, the more boost 
you earn. The “takedown” element 
brings strategy to the action: 
Players can force opponents off the 
road or into stationary objects— 
replete with glorious, gratuitous 
slow-motion replays. Take ’er for a 
spin online, and you'll find a global 
arena of smack-talkin’ speed freaks 
all white-knuckling to turn you into a 
rest-in-peace stop. Just give thanks 
that the daily commute was never 
this dangerous...or exciting. 


THE AWARD > 

There’s more to 
looking good than 
polygons, bump-mapping, 
and a liter of Aqua Net. Art 
direction refers to the “look 
and feel” of your games, 
the overall visual quality 


METAL SLUG 3 
SNK | SNK 
Simple? Sure. While Metal Slug 
3 may not sport polygons, it 
shines in each lovingly crafted, 
indescribably dense stage of 
hardcore action and visual detail. 


URIVING GAM 


Pedal to the metal; Balls ‘to: the wall: 


THE AWARD > 

Few activities have 
made the transition 
from real life to the small 
screen as smoothly as 
racing. As a counterpoint 
to the many complexities 
under the hood, the “goal” 


NEED FOR SPEED 
UNDERGROUND 2 
Electronic Arts // EA Canada 
This is tuning: Civics, Skylines, 
more parts than will fit in this 
space, and Brooke Burke. If the 
radio playlist (sorry, Jim) were 
longer, the cruise might never end. 


and consistency of design 
from the title screen to the 
pause menus, cinematics, 
and, of course, the in- 
game action. With the 
Best Art Direction Award, 
XBN praises some of the 
prettiest in the pack. 


RIDDICK: ESCAPE 
FROM BUTCHER BAY 


Vivendi Universal // Starbreeze 

The dark was never as scary— 
LS or beautiful—as in this stylish, 
surprise hit from gifted Swedish 
code shop Starbreeze Studios. 


is refreshingly simple: Get 
from here to there as fast _ 
as you Can. It’s a genre as __ 
crowded as any, but a few 


great racers have pulled 


free from the pack. So 
buckle up—we're going for 
the ride of our lives. 


RALLISPORT 
CHALLENGE 2 
Microsoft _ DICE | 
Fact: Powersliding an Evo VIII 
down muddy tracks gets more 
smiles to the minute than most 
roller coasters. Maybe there’s some- 


_ thing to this rally business, after all. 


ie THE AWARD> 


pcteiepitet . 
dangerous—new lands. 


The satisfaction of honing _ 


spell-slinging:skills. The 
relief at:(finally!) being-able 
to-afford a decent-looking 
Suit of armor. Thesimple 


pleasure-of settling your: : : 


differences: with your brain, 
not your blade. The: 
adventure genre offers. a a 
more deliberate, evenly : 
- paced, cerebral brand of 
“thrills than others, and— 
more than-any other 


genre—takes gamers tos 
: distant lands far, fat away. =: 


ABLE 


':* Microsoft // Big Blue Box , 
:: A stranger walks into town, : : 


his aura palpably evil—not to: - 


- mention the glowing red-eyes, 


oianted horns; and: oily black armor. ' 


--- Villagers flee,'screaming, at:the - 
-‘villain’s approach: And well they 
might, for he’s the-sort.of: : 

. miscreant who-will cast fi reballs at 
: the  strmeelore, burning: them to: 


cinders for'no reason at:all. ‘But this 
‘is only one:path among many... : 


3 ‘ they're marriéed.: 


. . A-young swordsman strides into 
the village, armor gleaming in the: 
sun; his head held-high: This must 
be'the hero they’ve heard of, whose 

- Courage and strength ‘have waylaid: : 
. the best-laid plans of both. bandits 

- and-monsters.:He begins courting 


- the mayor's daughter with:gifts and: -- Als es 


: compliments: and before long: 


- Decisions, dccisidris Sait oi or: 
: sinner, thief or-mage; bachelor or 
- husband: or polygamist; even: 


os Mucasarts/; 


- Ubisoft // Ubisoft Montreal 


/-Obsidian ; The-Prince returns, gruffer 
- While Obsidian’ s follow-up: to : ---/» and tougher, in this:exotic 
/. BioWare's big Xbox: debut blend of blades ‘and brain-teasers. 


"°° choices mriake each player's Fable : ; 
>.» experience richly: unique. And while’ 
. | H it-might not have met-all of its -« -- : 
‘ ambitious: expectations, it’s the best 
adventure game of the'year. «°° °°: : 


penne eA ae Seis can help bios ae 
"««-» «gharacters, worlds, and events to: ca Se ee ee 
life. But'a great script? Well, that - THe =P ONIC 
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This amoral antihero’ S super an 
breakout attempt ensnared our 
_ imaginations like few other games 
could. Each inmate had a MUP: 
-- voice and disposition, and 
interacting with them never got 
- dull. And with Vin Diesel lending: his: 
~ rusty pipes, each of the tou - 
_ taunts rang. trues. and terrible. : 


mee 
ae ae REE OT 


 teetotalee or fall:down'drunk. These 3 


: = to match the EELS of its: - 
-» “predecessor; more'morat : i) 
-« quandaries, planet-hopping antics, - 


and theability to wield'a lightsaber: 


- «fit the bill just perfectly for 
adventure seekers ‘hungry for r more: 


magic thot A te on ‘the ance 


pep ould oh Sit back and listen.. ded “? Micrccoft peweBbee | 


- . Developer Big Blue Box wisely pte A ‘ 
«out of the EA Trax approach and | 2, 
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But while:the combat is both 


x deeper'and more gruesome, it’s the 


stunning set pieces that make this 
game—like its predecessor—so 

- special. The-puzzle-solving will test 
your nerves:as well as your noggin. 


= instead sought out one of. - 


-- Hollywood's most celebrated - 


composers— Danny Elfman—to 


Shang 


222s 3 


fad poi idyllic - 


backdrop and epic scope of a st 


that’s every bit as unique as its - 
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2004 XBN AWARDS 


Microsoft // Bungie 
1 \ Simply put, Halo 2 has Xbox 

/ Live pumping through its 
veins. From the wide selection of 
game types to the 11 maps loaded 
with all the vehicles and weapons 
the single-player game has to offer, 
Halo 2 was made with multiplayer 
in mind. 
Game sessions can be tailored 


This is a digital world—and we're 

just surfing through it. XBN salutes 
the men and women who've helped 
take gaming to another level. 
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with a crazy selection of options. 
Player-made clans get their own 
webpage, forum, guest book, and 
stat manager on bungie.net. You can 
choose between ranked and 
unranked games, allowing some 
separation between the Uber and 
the noober. And on top of making 
online matchmaking intuitive and 
rock solid, Bungie’s “party” system 
enables you to continue playing with 
folks you’ve met online by linking 
them into an ad hoc party that will 
then follow you to whichever 
session you're playing in. No other 
Xbox game this year has come close 
to delivering the quality, wealth of 
options, and forward-thinking 
innovations of Halo 2’s online play. 


On November 9, 2004, “Ghost 
recon” went from being a game to 
something you did with a vehicle— 
online and with friends. Halo 2 
delivers on every promise Xbox Live 
made for online play. Lag-free 
fragging and gameplay that lets 
gamers play as teams makes it 
tough to put down the controller; 
insignias, clans, and web-based stat 
tracking make it nearly impossible. 


Oddball 


Electronic Arts // Criterion 

In the months before Halo 2, 

Criterion’s superlative racer 
stood proud as one of the few 
games that you simply had to take 
for a spin on Xbox Live. The appeal? 
Aggressive, arcade-style simplicity: 
Players aren’t just trying to win the 
race; they’re trying to smear 
everyone else all over the road. 


Spanning the dramatic range from 
subversive comedy to tales of 
revenge, videogames have come a 
long way since chasing the dots. 


THE AWARD > 

Xbox Live may prove 

to be the single most 
exciting development this 
console generation. 
Robust, comprehensive, 
and easy to use, Live holds 
the promise to take many 
of us back to the glory 
days of gaming, when 
proving your skills meant 
one thing only: beating the 
competition on an even 
playing field. With the Best 
Live Experience Award, 
XBN commemorates the 
best of the online best. 
Now get out there and 
Start making friends! 


Ubisoft // Ubisoft Montreal 
Few moments in Xbox Live are 
as Satisfying as taunting 

“[33tKilla27” just before snapping 

his neck. Of course the same holds 

true for his teammate, spotting you 
moments later and exacting sweet, 
sweet revenge. If cats and mice 
played Xbox, this game would give 
them sweaty palms...er, paws. 


Namco / Namco | 
The first-person genre frequently 


places motivation a distant second 


to, well, just about everything else. 
Namco’s novel sci-fi thriller 
Breakdown bucks the trend, 
enabling the player to “live” 
through every aspect of its 
emotionally compelling, time- 
twisting narrative. Like many of the 
best, it’s an experience impossible 
to relate, so just try it for yourself. 


can ACTION coe 


‘he: hardest thing 


Teemo /. / Team Ninja 
Known:mostly for:an affinity 
for the ‘holy jiggle and 

mediocre fighting games, Team 


Ninja delivered a shocking blow to: - 3 


our expectations with its near- 
perfect action opus, Ninja:‘Gaiden. 
Sure, haters will leap from the 
bushes to bitch about the-game’s - 
occasionally unwieldy camera : - 
system (making some of Gaiden’s 
platforming bits‘a thorn in many 
sides) or the insane difficulty level : 
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| a ‘ast of (really) colorful characters: - 
- left us in a daze, ripe for a-one-two - - : 
- knockout punch of solid fighting 
and fluid Xbox Live play. Guilty Gear: 


"| -X2 #Reload succeeds in ‘delivering - ° 


what other fighters fail to provide— - - 


---a shrewd fighting experience built: 
upon a‘wellspring of gameplay. - 


_. “Roman Cance seep hens ee jets with 


ey and “turtle” ner 2 are ity 


.. controls.can testify to the game’s 


graphics, ingenious boss battles, 
- and.a exhaustively long quest, and: 
: Lee have a eS miracle on DVD. 
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masher to the unmatched 
thrill of nailing a:head shot 
against all odds, action 
games like Butcher Bay, 
Halo 2, and Ninja Gaiden 
represent the pinnacle of 
instant gratification...and 
satisfaction. 


THE AWARD> : 
4 Action. Sure; not all of 
Sl.us get it, but—as far 
‘as videogames go—tt’s a 
genre that’s got a little 
something for everyone. 
From the free-form: : 
brutality of the button 


will; and there’s nothing a hardcore 
gamer can do about it. But those 
who take time to nail its intricate 


deep fighting system: Gaiden’s: - 
twitch-reversals and wide variety of 
beat-em-up moves make this the 
first action-adventure with combat » 
that’s nearly as:deep as.a full- 
fledged fighting game. Top off the 
feel-good'mechanics with stunning 


I iD DICK: ESCAPE 

FROM BE UTCE iF R:BAY 

Vivendi Universal // Starbreeze 

| \ On top of. all the ‘things it does 
‘so well, Butcher Bay’s combat 

‘feels unpredictable, dangerous, and 

volatile—just like Riddick himself. 


HALO:2 
Microsoft // Bungie 
From:dual-wielding SMGs to 
7 - driving tanks over Covenant 
Ghosts, Bungie’s sci-fi epic 
repeatedly hits the mark for 
sustained frenetic action. 
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thematic score with a choir. 
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Ah, to be young and successful. 

Advent Rising is the brainchild of 28- 
year-old Donald Mustard and his younger 
ler by two years, Geremy. The Brothers 
Mustard have been refining their sci-fi epic for 

ore than 10 years—since they were 16 and 14, 
Dectively. Now they have a three-game 
ing deal with Majesco, along with an 
nal handheld chapter of the game for 
forthcoming PSP handheld. 
*re also in the process of signing a 
st for both a series of graphic novels and a 
notion picture. Donald believes this film 
be made for less than 100 million dollars, 
hus far refused to let anyone direct 
name is not Steven Spielberg. 
urse, not all is eternally rosy in the world 
4 entrepreneurship. A quick tour of 


ig-budget action- 
Ships and aliens and loads 


~ Donald has not slept in over two days, as 
‘revealed by an unshaven face, tired red eyes, and 
a succession of unfinished sentences. Yesterday, 
he was in Los Angeles overseeing the recording 
of the jame’s score with infamous musician and 


Since his prompt return to GlyphX’s studio i in 
Provo, Donald stayed the night to make sure his 
game was in good shape for its first press 
showing since E3 in May of 2004. Forget the 
past three days—from the sound of things, 
Donald hasn’t gotten much sleep in the past 
three years. And the results are starting to look 
pretty good. 


LINES? PAPER-THIN CHARACTERS? 
ADVENT RISING CRAVES NOT THESE THINGS. 


CREDIBILITY RISING 


Without going into too much extraneous detail, 
Advent’s story concerns itself with a series of 
vastly intelligent, highly advanced alien races. As 
they’ve permeated the galaxy, discovered one 
another, and formed complex societies, they’ve 
found that they have many common legends — 
including, notably, the belief that a race of 
godlike creatures will one day come to deliver the 
galaxy. These beings are commonly known 
throughout the galaxy as humans, of which you 
are one: specifically, the game’s unlikely 
protagonist, Gideon Wyeth. 

It would be easy to dismiss the plot as the 
mere ramblings of an ambitious group of young 
men weaned on Star Wars and Orson Scott Card. 
And, in many ways, it is—the only difference 
being, of course, that Mr. Card actually wrote 
1imself. “We had spent years getting 

{story arc fleshed out, as well as the 
play events,” says Donald. “We're 
cocky, so we thought to ourselves, ‘Who do we 
want to bring this story to life for us?’ Having 
grown up on Orson Scott Card, it was really the 
obvious next step to approach him.” 

Card—who is, in fact, himself a gamer, and 
actually wrote for the magazine PC Gamer at one 
point—was impressed enough to jump on board 
immediately, despite a long history of turning 
down the many game projects that have come 
his way over the years. “We’d come in and he’d be 
writing the first draft and also playing 
Civilization 2,” says Advent’s Lead Level Designer 
Cameron Dayton. “He plays games, and he just — 
really got the story. It was a case of, ‘I read your 
stuff, | love it, | love this and this and this about it 
and I’m going to focus on those.’ And boom: a 
bouquet of instant credibility for Advent Rising. 


ADVENT RISING 


WORDS: EVAN SHAMOON 
PHOTOGRAPHY: MICHAEL SEXTON 


“The problem with science fiction, for the most 
part, is that it’s about the cool new technology or 
the cool new gizmo,” Dayton says. “What Card 
does is focus on a character, and while he’s in this 
amazing universe with all sorts of cool alien guns 
and powers, the most powerful and driving point 
of this is the story. That’s what he’s proven in his 
novels, and he’s definitely been able to weave 
that into our story as well.” The story’s details are 
secret now, but don’t expect everything to be 
resolved in Advent Rising—the Mustards see this 
game as the first title in a trilogy. 


PLAY YOU, PLAY ME 


Advent is primarily an action game, however, and 
the team is fully aware that a compelling 
narrative means nothing without gameplay to 
match. While Donald certainly respects the 
current high-water marks of story-based gaming 
(as given away by the image of Master Chief 
adorning his desktop, as well as a comment that 
playing though Half-Life 2 was “the single 
greatest entertainment experience | have ever 
had in my life”), he recognizes the flaws of 
everything before Advent. His problems with 
Halo 2 stem not only from its lack of dramatic 
tension and its conventional reliance on 
gameplay-cut-scene-gameplay structure, but 
also from the inherent limitations of the now 
standard-issue Halo-style controls. 

Along these lines, Advent is going to fairly 
extreme measures to differentiate itself from the 
flock of first- and third-person shooters on the 
market. The game’s control scheme makes use of 
the second analog stick only for sporadic camera 
adjustments and, primarily, for switching between 
enemies via a quick flick in the target’s general 
direction (GlyphxX is actually in the process of 
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When you play Advent Rising 2, it will 


ADVENT RISING 


remember 


the choices you made in the first game and tailor 
your experience accordingly. 


securing a trademark for this “flick targeting” 
mechanic). “When you’re using dual analog sticks 
to control your character, you can only use two 
buttons—the two triggers,” says Donald. “Our 
scheme leaves your thumb free to use every 
button on the controller to pull off all sorts of 


awesome moves, like stuff you’d see in Crouching 


Tiger, Hidden Dragon.” 

Experiencing the controls in action, we found 
some truth to these claims. While it’s going to 
require quite a bit of unlearning, the ability to 
lock on to a target, slow down time, and launch 
into a barrel roll while spraying an enemy with a 
steady stream of hot lead brings something new 
to the action genre. It’s in many ways a 
refinement of Enter the Matrix’s control 
mechanism, with significantly more variety and 
flexibility. Geremy understands the risk involved 
in attempting to teach old dogs new tricks. 
“Traditionally, in games, you either use the 
second analog stick constantly, you never touch 
it, or you touch it maybe a little bit. But in ours, 
it’s almost half and half. And that’s a very non- 
traditional scheme; it’s something we’ve been 
worrying about, but we feel it’s an appropriate 
step in the innovation of control schemes.” 


TRUTH AND CONSEQUENCE 

And then, of course, there’s the possibility of 
solving the great narrative conundrum: truly 
interactive storytelling. “The decisions you make 
in the game will very much chart the plot and the 
course that the story will take for you as a 
player,” says Donald. “We wanted to have it there 
just because—well, it’s cool, and it’s the 
evolution of storytelling. To let people shape 
what they’re doing, and have lasting effects.” It’s 


a promise that’s been made—and often broken 
entirely—by countless developers, but one that 
GlyphxX intends to keep. 

“We’re really trying to create capital A Art,” 
says Dayton. “We’re trying to take the game to 
another level, beyond just going from point A to 
B. There’s a scene early on, for example, where 
the space station you’re on is being taken over. 
Now, earlier, before this all happened, there was 
a bar fight; depending on your interaction with 
the characters in the bar fight, you can now 
approach them and they will join you—but only if 
you helped them before.” Donald notes that if 
and when you play Advent Rising 2, it will 
remember the things you did and the choices you 
made in the first game, and tailor your 
experience accordingly. 

And that’s not the only storytelling leap GlyphxX 
is trying to make with Advent. Dayton explains the 
core philosophy: “The levels we’re doing, they’re 
all storytelling elements, just as you’d use iambic 
pentameter if you were doing Shakespeare. And 
so, instead of sentences and paragraphs, I’m using 
rooms and hallways to tell a story. Simple cases 
like, on the space station you run past a video 
monitor and it’s giving a little bit of exposition 
about what’s been happening on the planet. Now, 
you can stop and listen to that to get the whole 
story, but if you just want to get past it, you'll just 
see the one sentence that tells you what you 
really need to know. There’s so much to it, and 
stuff like that is happening all over the place. 

“| think that notion [of the metanarrative] was 
one of the most fascinating things to Card—being 
able to embed story into the visual experience. In 
his screenplay, it would have little cues like that— 
people walking by in a crowd, muttering about 


something, telling you why things are happening. 
Without us even having to say too much about it, 
the first draft we got had 3 or 4 different 
pathways for each of the characters.” 

And that’s where it stands with Advent Rising. 
The action is going to require a great deal of work 
in the five months leading up to its release, and 
the story—while intriguing, particularly due to 
Card’s involvement—is certainly as much about 
execution as it is about preparation. But despite 
these reservations, the game shows tremendous 
potential between its many seams. We leave 
GlyphxX thinking that these are people who really 
care about what they’re doing; particularly in 
regard to the tightly knit core group, this is not 
only their livelihood, but their passion. And we all 
know that passion goes a lot farther than cost-of- 
living raises and Christmas bonuses. Oh—and if 
the financial payoff for the franchise is as titanic 
as the Brothers Mustard are so certain it will be, 
that probably won’t hurt either. // 
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Given the technical # 

specifications needed to 

run Doom 3 on PC, it 
seemed Activision, Id Software, and 
Vicarious Visions had a long and 
peril-filled road to travel to get the 
game on Xbox. But lo! It seems that 
all involved managed a feat of 
some great skill; Doom 3 has 
emerged as one of Xbox’s greatest 
first-person shooters and, 
undoubtedly, its creepiest. 

The world-exclusive review for 

Doom 3 begins on page 80, and the 


FEBRUARY XRATED AWARDS 


I Doom 3 

! Activision 
Genuinely freaky-scary, Doom 3 
takes Xbox to perdition and back 
and comes out looking like a rose in 
the process. As AC/DC said, if this is 
hell, it’s heavenly. 
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Oddworld Stranger’s 
Wrath (Electronic Arts) 


What’s better than shooting live 
targets with dead ammunition? Try 
shooting live targets with 
ammunition fresh enough to talk 
back. Now that’s good killing. 


Activision would ton out with an. 


+ oka 


Star Wars Knights of the Old 
Republic Il: The Sith Lords 


Remember the time you went to see 
|, Robot and you cheered when Will 
Smith shot the robots in the face? 
HK-47 wants a word or two with 
you. Meatbag. 


Greg Hastings’ Tournament 
Paintball (Activision Value) 


For recognition of his Gregness 
above and beyond the call, Greg 
Hastings and his funtime paintball 
game can lay claim to this hotly 
contested prize. 


i The Bard’s Tale 
= InXile Entertainment 


The Bard’s sweet serenade beguiles 
and bewitches. It’s melodious and 
mellifluous and should be 
experienced by anyone with the 
ears to hear it. 


@ Muzzle Flash 
JVC 


There’s a reason why this game isn’t 
coming to the United States. And 
that reason may well be that Muzzle 
Flash is honest-to-god, baby-killing 
poison. Or maybe not. 


Early? XBN reviewed Doom 3 at Id Software’s offices in Mesquite, TX. The version played was complete and ready for submission to Microsoft. Since then, 
Activision has, for marketing and strategic reasons, delayed the release from early February to March. Just so you know... 
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| watched the intro, so! 
know the following: There’s 
an evil-looking, possibly 
totally nuts scientist running the 
labs here on Mars, and there are 
some government types coming to 
visit—and they’re not happy with 
the “progress” because people keep 
turning up dead. Or worse. And 
believe me, as the game goes on, 
you get to see a lot of fates worse 
than death. Or even fates worse 
than fates worse than death. | also 
know that I’m just another jarhead 
marine, thanks to the dismissive 


DEVELOPER: Vicarious Visions/id Software //- PLAYERS:1-B /// 


Gedjurrassdomaaarz! 


way I’m treated on arrival. In short 
order, I’m introduced to my PDA—a 
data device that stores objectives; 
reads e-mails, video, and audio files; 
and carries the security clearance | 
need to make my way around. I’m 
sent to marine HQ (herded like a 
lamb through “administration”), but 
| take my sweet time getting there 
because | keep stopping to examine 
the environment—every computer 
screen has something on it, every 
object | see casts shadows, and 
everywhere | go, the hums and 
beeps and droning of the vast 


he 


i eee 
F ee aes 
See 


LIVE: Yes 


Meer? to 


DOOM 3 


/7~ MSRP: $49.99 °° 7/ “ESRB: M * * 


machine of the base envelop me. 
This is my new reality, and never 
before has it been so utterly 
believable. 

| get my first mission. They’ve 
“lost” a scientist somewhere down in 
the Mars underground. I’m thinking 
he’s dead by now, or a zombie, or a 
giant monster with tentacles 
growing out of the side of his head. 
Either way, I’m guessing he'll never 
play the piano again. “You're the 
ranking FNG, so you get to find him,” 
says the sarge menacingly. “Follow 
the droid to the elevator.” 
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There are moments in every 


eS #4 


videogame when the hard work and 
attention to detail of an artist, 
animator, programmer—or likely a 
combination of all three—reveal 
themselves. Doom 3 has way more 
of these instances than most 
games, the very first occurring while 
| follow the droid to the elevator. 
Outside in the hall, a spiderlike 
robot beeps and sits up before 
scuttling away to the end of the 
corridor and disappearing around the 
corner. | run to catch up, turning just 
in time to see it disappearing around 
the next bend, beeping and blooping 


in a language that’s robot for “get 
your ass over here.” And I’m utterly 
mesmerized by it. The way it moves 
seems completely right. The 
shading, the sound—everything 
conspires to put me here, in this 
place, in the year 2145...and in deep 
s***, We enter a room, and the droid 
beeps, folds itself up, and sits down 
in the corner with a short, hydraulic 
hiss and deactivates. All | can hear is 
the low hum of the base. In front of 
me is an elevator door. For the first 
time, I’m alone. 


HORROR STORY 


The true sign of any great horror 


movie is its ability to make you jump 
out of your seat even when you 
know what’s coming. That effect is 
evident here: As you make your way 
around the still-normal Mars base 
(i.e., everyone’s still alive and acting 
bored), you know it’s just a matter 


_ of time before everything quite 


literally goes all to hell. Before this 
happens, though—and just like in a 
great horror movie—part of you 
wants to stay here, in this safe 
place, and just hang out, while 
another part of you—the adrenaline 
junkie—is grinning in anticipation of 
the experience to come. It’s at this 
point that you will love Doom 3 with 
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THE BEST OF TIMES, THE WORST OF TIMES... 


every fiber of your being as you 
blast and run and duck and search 
your way through its labyrinthine 
levels, while simultaneously wishing 
you could stop for a bit and maybe 
have a cigarette and chat with the 
endless stream of diabolical 
monsters that are trying to kill 
you—just to give your blood 
pressure a break. 


HELL BOUND 


Doom 3 goes to hell precisely 20 
minutes after | arrive at the base. | 
find the scientist. He’s babbling 
about demons and “specimens” and 
portals, and then, midsentence, we 
both pause to look at the wall-size 
monitor at his desk. There are 
people screaming, an explosion that 
rocks the whole base, and then the 
room goes black; when the lights 
flicker back to life, the scientist I’d 
been talking to groans...and tries to 
bite my head off. It’s a couple of 
seconds before | get my bearings, 
and the fear that has been slowly 
condensing in my stomach grips my 


throat. The adrenaline kicks in and | 
nail the bastard right between the 
eyes with my suddenly entirely 
inadequate pistol. A split second 
later, a plume of flames erupts in 
the corner of the room, and again 
the lights go out. All | can hear is 
growling, then a hiss, and then a 
fireball blazes toward me— 
illuminating its diabolical host just 
long enough for me to get a bead 
on him. 

At this point | want to get the hell 
out of here. | run through the door, 
down some steps, and back through 
some corridors—now only partially 
lit with strobing lights—and all the 
people | met just minutes ago—the 
two guys fixing a pipe, some 
scientist dude pressing buttons on 
some console— are either actually 
dead or dead and trying to kill me, 
shuffling zombies with ghastly, fixed 
expressions, arms outstretched. 

What follows is another 16 hours 
of increasingly intense survival- 
horror with a story that unfolds 
slowly, in bits and pieces, as | read 


& This pin ie emon makes quite arfentrance, busting 
through the glass that you thought would keep it out... 


the e-mail threads of dead 
scientists, dead marines, dead 


administrators, and some not-quite- | 


dead folks scattered like debris 
throughout the base. | listen to audio 
files, captain’s log style, left by the 
deceased—vital plot points mixed 


- with the mundane goings-on of the 


base. There’s the geek who wants 
his dice back, the scientist whose 
team is unbelievably incompetent, 


ce 


the personnel director whose 
personnel keep...disappearing. It’s a 
world where the only thing worse 
than losing someone is finding him 
again where hell has literally broken 
loose and is oozing into every part of 
the world, spilling untold horrors into 
every darkened corridor and every 
dimly lit room. 

And it occurs to me that the term 
“first-person shooter” is finally dead. >> 


Outside the base, there’s no air but plenty of these, er, “things.” Kill them! 
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Doom 3 has killed it, but not before 
the likes of Half-Life, System Shock, 
Chronicles of Riddick, and 
Breakdown had already given it a 
sustained kicking over the years. Id 
Software’s game is simultaneously 
both the nail in the coffin of a term 
that has long been inadequate to 
the task of describing it’s genre 
and—thanks to it’s relentless pace 
—a thrilling reminder of its origins. 
Even in the Live-enabled co-op 
mode, in which the plot and many of 
the cut-scenes are missing, it retains 
a rich atmosphere of paranoia and 
fear—thanks to reworked levels 
designed to unhinge even the most 
competent team—and goes far 
beyond the run-and-gun gameplay 
that defined its older relatives. 

By the time | reach the final, 


See RR RRs RBH He RR RR 


a Al SRrenG FONE PULLING A: 


Look at these screens. 
eee es BBS 


8 


towering boss, | am a total wreck. 
Two days of running, reading, 
watching, jumping, shooting (lots 
and lots of shooting), a good deal of 
dying, and dreaming some very odd 
dreams conspire to leave me 
exhausted, twitchy, and exhilarated 
as the credits roll. 


UN-PC 


Clicking a mouse is not pulling a 


_ trigger. Gripping a controller with 


both hands is not like tapping a 
couple of keys with one and rolling a 
rubber ball around with another. 
Doom 3 may have been made for the 
PC, but on the Xbox, it emerges as a 
world-class piece of 
entertainment—a sci-fi survival- 
horror movie that grabs you by the 
throat and doesn’t let go until your 


RRR HH Se 


eyes bulge, your face turns blue, and 
your heart thuds against your rib 
cage like a charging rhino. It’s 
entirely appropriate that Doom 3 on 
Xbox plays itself out in the same 
room, on the same couch, and on 
the same screen that you watch 
your Aliens, Blade Runner, and Lord 
of the Rings DVDs—and not at your 
Ikea desk where you surf the Web 
and look at your digital holiday 
snaps. Screw the PC version. This 
feels like the game Xbox was always 
meant to host. // 

Simon Cox 
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Bountiful for the masses 


In the history of blunders, a 
few stand out as notable: 
Waterloo, Bill Buckner and 
the slow roller, New Coke, and the 
Hindenburg. All now pale in 
comparison to King Blunder itself, 
that being Microsoft allowing 
Oddworld Stranger’s Wrath to pass 
from its steely grip. Developer 
Oddworld Inhabitants has done 
something quite remarkable in the 
creation of a first- and third-person 
shooter-cum-adventure combining 
guts, heart, brains, a sense of 
humor, and wondrous beauty. 

To the point: In your face, 
Microsoft. Your loss is Electronic 
Arts’ great gain. 

Wrath tells the story of Stranger, 
a bounty hunter with no mind for 
chatiness. Using a crossbow firing 
live ammunition and a wicked series 
of natural tools including a running 
headbutt and spinning fists of fury, 
he’s out to pull in moolah aplenty by 
bringing bad guys to justice. Dead 
bad guys are fine, but live ones 
sucked up by a powerful scum- 
collecting vacuum are worth more— 


Use the thudslug 


(left, on crossbow) to stun an enemy. Use the boombat 


and if Stranger is going to pay for an 
operation, he'll need lots of cash. 

A gorgeous Western-themed 
series of environments serves as 
Stranger’s battlegrounds. Dust 
swirls across the streets of New 
Yolk City. Yellow- and brown-painted 
mountains pen in both friend and foe 
alike, and the game neatly manages 
to break up the color scheme with 
verdant preserves and azure 
streams. The beauty is tangible and 
provides a tremendous anchor for 
the violent happenings. 

Wrath understands the Western 
and treats it kindly. From the gruff, 
history-free protagonist to the 
Sergio Leone-themed score (which 
both haunts and fuels the mayhem 
in equal measure), the game pays 
homage to its roots. And it does 
what the best Westerns do time and 
again—it puts the hero into 
gunfights where the only options are 
kill or die trying. 

Everywhere, shotgunners, 
flamethrowers, suicide bombers, 
snipers, and mortarmen lie in wait. 
Machine gunners will tear Stranger a 


//> LIVE: Ne. .// » MS 


oe R 


see. //, Soh es ee 


RP: $ 


new one, if given the chance. With a 
full ammo bag and nerves of steel, 
it’s possible to subdue oncoming - 
enemies with puke-inducing skunks, 
or tear them to pieces by shooting 
rabid fuzzles at them. A dual- 
weapon crossbow provides for great 
creativity; chippunks will attract bad 
guys to their location, say, under a 
gigantic cargo crate, which can be 
activated to drop with a well-placed 
hit from a zapfly. 

In these free-for-all firefights, 
Wrath scores big. Caution equals 
survival, and it’s imperative that the 
most dangerous targets be taken 
out immediately. The absence of 
health packs adds much to play; 


(right) to kill. It’s the Chicago way! 


Stranger can “shake off” damage 
provided he has enough stamina, but 
must be stationary to do so. 

The boss fights—especially the 
more complex, gimmicky ones—are 
less enthusiastically received. One 
particularly bland affair sees 
Stranger attempting to knock out a 
boss’ shield generation while 
dodging rockets coming in rapid-fire 
succession. After a minute or so, the 
wrecked shields replenish 
themselves, ensuring Stranger will 
have to disable them repeatedly, 
which equals fairly well not fun. 

An excellent plot twist awaits, but 
even that is suspect, as it entirely 
changes the game’s mechanics. 
Without giving anything away, the 
bounty hunter stops caring about 
money and begins a second 
adventure making the first part of 
Wrath, well, somewhat irrelevant. 
But at least it tries, and mightily so; 
in a world of sterile and faceless 
shooters, this Stranger offers 
violence with a pulse. 

Amen. // 

Greg Orlando 


XBOX NATION FEBRUARY 2005 


087 


THE PUNISHER // CABELA'S BIG GAME HUNTER 2005 ADVENTURES 


® es %.3 


PUBLISHER: TH 


aoe Fl ve | 
FHA Oniv niinicha 
| .¥ 


: ie iPelaie 
inl “et BO te OE Ge 


ys “None” or “high.” These are 
4 | your options for the gore 

im \evel in THQ’s sermon on 
brutality The Punisher. Regardless 
of the option selected, you're still 
playing one of the most violent 
titles on the market. In other words, 
it's exactly the sort of visceral, no- 
holds-barred experience you'd want 
out of a Punisher game. 

At first glance, you might think 
you're playing Rockstar’s Max Payne 
3, as your gruff-voiced, trench-coat- 
wearing Marvel Comics vigilante | nee = ae a 
shoots the hell out of anyone who eo | ok. ee a 
crosses his path. But then it hits ae 
you: Isn't Max Payne just a wannabe 
Frank Castle anyway? 

You really can’t expect the game 
to be much of anything else than 
what it is, but at least 
interrogations—where the hardcore 
violence really comes into play— 
build effectively upon Payne's run- 
and-gun mechanic. Nothing helps 
Castle’s health more than causing 
thugs to squeal with the likes of a 
good choke hold or gun to the head. 
At numerous designated spots, he 
might creatively play Fargo with a 
wood chipper or perhaps lower a 
foe's head toward a piranha pool. 

Once he gets the info, your sadistic 
mind chooses what happens next. 
THQ flirted with an AO (Adults Only) 
rating from the ESRB for this game, 
and it shows in every blood- 
drenching, gore-filled moment. 

Shock value only takes the game 
so far, though. What really keeps you 
playing to the end is Punisher scribe 
Garth Ennis’ excellent script. As 
gritty as it is funny, it easily ranks 
among the best comic-game 
stories ever. Ennis flawlessly 
includes several Punisher nemeses 
(the Gnuccis, Kingpin, Bullseye, 
the Russian, and more) and friends 
(Matt Murdock, Nick Fury, Iron Man, 
etc.) in ways that never seem like a 
forced cameos. He turns an 
otherwise typical, if excessively 
over-the-top third-person shooter 
into a must play for any Marvel 
Comics fan. // 
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offers is a bunch of driving 
minigames with the occasional race 
thrown in. If you've got any gaming 
skills whatsoever, you'll blast 


>» ) If you’re reading this text 
at above a second-grade 
reading level, you don't 
want to play Hot Wheels: Stunt 


AGE 


8 5 6 : 
F 00 


Track Challenge. Everything from 
the cutesy design to the zany (read: 
irritating to anyone above the age 
of 6) announcer screams baby 
game. This should come as no 
surprise considering the game is 
obviously targeted at the people 
who would actually be interested in 
a Hot Wheels game—little kids. In 
this the game succeeds, providing 
simple, easily understood missions 
(e.g., jump through the hoops, land 
on the targets, go straight) that 


through this game and unlock all the 
decals and custom rims (about 
which you won't care) in a matter of 
hours. Even if you do get a kick out 
of doing “stunts” (spinning end-over- 
end or doing barrel rolls) and jumping 
through hoops, you'll get tired when 
you hit the sixth iteration of a 
minigame with only a slightly altered 
track design. Still, at $20, you might 
want to snag Challenge for a 
younger relative who doesn’t grasp 
the subtle nuances of things like 


aren't difficult to complete but are 
sufficiently challenging so kids'tl 
have to work at it if they want to 
come in first place. 


gear-ratio adjustment and using the 
toilet to pee. // 
Joshua Cain 


For those of you playing Burnout View Ve —_ 
3: Takedown and eagerly anticipating y . => | cs 
the release of Gran Turismo 4—keep eee ee ee See Sees 
crashing and waiting. All Challenge rrereersecssceeeass GUTOR TEN. 
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PUBLISHER: pethesia Softworks // DEVELOPER: Bethesda Softworks // PLAYERS: 1-2 | LIVE: No // MSR 
Draggin’, by which it is meant dragging or 
rags! ~ Cail MEUMBO" 'S Vil 


On paper, it all sounds so 
NX perfect: IHRA Professional 

Drag Racing 2005, the 
latest SEquSs in Bethesda’s 
motorsports sim, would sport ¢ 
brand new game-engine accurately 
simulating the sensation of plowing 
a 6,000-horsepower dragster down 
an asphalt runway. But all this ado 
over reinventing the wheel for this 
year’s IHRA offering only serves to 
exacerbate the fact that the game 
is every bit as dull and pointless as 
last year’s IHRA Drag Racing 2004. 
Even for fans of the genre. 

The graphical IDIOMS BIS 
included for this year’s trip off the 
strip are minor and random. 

Although the details on tracks and 
cars are ne oved, the graphics have 
gone from “zzzz” to merely “meh.” 
Racing 2005 suffers from a 
“hardcore only” appeal thal will be 
of interest only to those who are 
focused on the reality end of this 
already niche sport or those who 
enjoy immersing themselves In 
minutiae. If the idea of being able to 
choose from 100 available parts with 
which to tweak your dragster 
sounds appealing, Racing 2005 may 
be your game. But be warned—you! 
hard-won races only come after 
wading through endless 
customization options and are 
rewarded with fanfare equivalent to 
blowing a roll-open noisemaker at a 
fifth-grader’s birthday party. 

The real problem with Racing 2005 
is that, from a design level, the 
game makes little effort to make 
the sport of drag racing fun as 
interactive entertainment. Like its 
real-life counterpart, the events here 
are over almost as soon as they 
begin, which, in essence, doesn’t 
make for very compelling nor 
satisfying action. Even the few audio 
improvements over last year’s 
version lack impact, as they usually 
take a backseat to the repetitive 
fuzz-pedal whining of the music 
Best to roll up to the starting line 
and blast away from this title at the 
highest speed possible. // 

Russell Garbutt 


| Fun Fact: Radical islam | hates drag racing 
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» _ The card-counting students 
| at MIT may be thrilled to 
| find out their Las Vegas 


casino game imaginable is present 
here and accessible with the push of 
a button: Cards, dice, roulette, video 


blacklist does not carry over to Mud 
Duck’s new Xbox title High Rollers 
Casino. All of the loud, glitzy 
excitement of casino gambling is 
present here, without the stress of 
having to remortgage your house to 
support the habit. Here, would-be 
casino breakers create a character 
and send him onto the floor as he 
begins his ascent to high-roller 
status, replete with new clothes, 
VIP cards, and weighty bankrolls. 
Casino’s presentation is not too 
shabby; a full 3D casino is present 
for the gambler to meander through 
and find the game that will make 


poker and slots, and the traditional 
one-armed bandits are all available 
for players to utilize on their way up 
to the high-roller tournaments. 

The audio mix is interesting, and 
the noises, whines, cries, and 
comments of players at the tables 
are quite humorous. The 5.1 sound 
mix, at once up-front and in-your- 
face, mirrors the obnoxious 
atmosphere of a real gambling floor, 
and Casino definitely fills a gap in 
the “party game” market. It will have 
all of the Aunt Maudes out there 
jockeying for position on the couch 
this festive holiday season. // 


him a fortune or bankrupt him into Russell Garbutt 
obscurity. The casino itself teems. 
with life, with all of the requisite ) & 
winners, losers, table jockeys, and — fp” 
staff going about their daily routine “ , 


in front of your character. Every ee 
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Upon starting Lemony 
N Snicket's A Series of 

‘Unfortunate Events, the 
game issues a stern warning: “The 
videogame you are about to play is 
extremely unpleasant.” It’s 
ostensibly a tongue-in-cheek 
reference to how spooky the 
subject matter is, but in many ways 
it’s simply honest. 

Fans of the children’s book series 
or the Hollywood adaptation will 
already know the plot—the 
orphaned Baudelaire kids must quell 
their evil Uncle Olaf’s schemes to 
murder them. Outsmarting their 
villainous guardian’s schemes in a 
grand Victorian mansion could be 
clever, macabre fun...but instead, it’s 
an unsatisfying parade of dull fetch 
quests. Most of the game’s 16 
exceptionally short levels unfold like 
this—Olaf either tasks you with 
chores or attempts to do you in, so 
brawny brother Klaus collects the 


four or five objects needed to 
complete sister Violet’s cockamamie 
invention needed to satisfy or 
outsmart the villainous uncle. When 
a character’s principal activity is 
collecting random junk, you know 
you're in for a splendid time... 

A few bright spots shine through 
the grime: Brief platforming sections 
as cute toddler Sunny Baudelaire 
provide simple thrills, and the voice 
acting by Tim Curry and Jim Carrey 
sounds exceedingly professional. It’s 
too bad the majority of the game 
feels like a rote collect-a-thon. 
Young gamers will likely suffer 
through it, but right-minded adults 
should steer them toward 
something more substantial. // 
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@ A mercenary’s life isn’t all climbing on 
top of a helicopter’s skids. There’s also 
shooting and collecting bounties. 
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CASTING CALL 


CSIs slick cast is one of 

its biggest draws, and 
the gang’s all here— 
William Petersen, Marg 
Helgenberger, Paul Guilfoyle, 
and Jorja Fox. But you might 
only recognize their voices; 
the graphics are so sketchy 
that even the main 
characters look only vaguely 
like their real-life players. 


REF 


PUBLISHER: LucasArts .// . DEVELOPER: Pandemic Studios. // . PLAYERS: 1 


War goes free-form 


Gaming in a post-Grand 
Theft Auto world hasn't 
always been easy. Auto’s 
open-ended game design “inspired” 
a pack of followers that have 
produced competent, yet ultimately 
pale, imitations of the real thing. 
With Mercenaries, developer 
Pandemic pulls off a minor miracle 
by not only capturing the free-reign 
wanderlust of the aforementioned 
Auto, but also introducing a slew of 
unforgettable improvements to the 
adventure genre. 

As a free agent in the North 
Korean theater, you begin the game 
as a soldier of fortune for the Allies. 
They want you to capture or 
eliminate 52 members of General 
Kim Il Song's North Korean regime, 
including ol’ Song himself. To do so, 
you must walk a tightrope of 
teetering allegiances between the 
Allies, South Koreans, Chinese, and 
Russian Mafia forces, all of which vie 


ARSE bee 


MERCENARIES // CSI: CRIME SCENE INVESTIGATION 


//.~ UVE: No .//. MSRP: $49.99. //. .ESRB:T. 


for control of the country. 
Completing jobs for these vicious 
dogs of war gets you vital 
information on the whereabouts of 
Song's 51 subordinates. 

Like all good sandbox-style action 
titles, Mercenaries is all about 
enabling the player with a set of fun 
interactive tools. Just as it often is in 
real-life warfare, there's no such 
thing as cheating. The game 
encourages you to exploit its robust 
physics engine, destructible 
environments, and jack-any-vehicle 
gameplay to improvise mission 
strategies. Discerning the beauty of 
Mercenaries requires you to push the 
boundaries of its intended 
game design. 

Even without embarking on any of 
the primary missions, Mercenaries 
gives you plenty to do in the 
countryside of North Korea. The 
massive and seamless environment 
is pocked with skirmishes that occur 


you explore a countryside loaded 
with secrets and hideouts, you'll spy 
both friendly and hostile A.I. locked 
in mortal conflict, giving the game a 
seeming life of its own. The first 
game to truly capitalize on Auto's 
design paradigm, Mercenaries 
deserves its war-worn props. // 
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Love blooms among the 
automatons, even the 
homicidal ones. “Love is 
making a shot to the knees of a 
target 120 kilometers away using 
an Aratech sniper rifle with a tri- 
light scope,” the meatbag-loathing 
robot HK-47 says during LucasArts’ 
Star Wars Knights of the Old 
Republic Il: The Sith Lords. 

The combination of philosophical 
and antisocial (or perhaps psychotic) 
has not often been seen in a robot, 
real or imagined. Yet the sequel to 
the original Xbox role-playing game 
Knights of the Old Republic can take 
it for granted there are well- 
developed—and interesting— 
characters to mine as source 
material. It’s a given the smarmy, 
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self-aggrandizing robot returns for a 
second round of mayhem and 
homicide, and even more so the 
game’s developer, Obsidian, has 
created new heroes and villains, 
ones almost as well-developed as 
HK-47 to serve as its costars. 

For all Lords’ faults—and it has 
many of them—at its core lies a 
series of thoughtfully crafted human 
beings. They might not all be 
physically presented as such, but 
their personalities mark them so. 
The Iridonian Bao-Dur treats his little 
remote droid not as a tool or pet, but 
as a friend; when it comes time for 
Bao-Dur and the droid to part, the 
bond between the two is tangible 
enough to give the moment suitable 
weight. Seemingly happy-go-lucky 
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scoundrel Atton Rand accompanies 
the hero on his quest not because of 
some misguided loyalty or 
gratefulness at having been rescued 
from imprisonment but because he’s 
haunted by his past and embraces 
an opportunity to redeem himself. In 
bits and pieces, these men, women, 
and robots reveal themselves as 
intricate wholes. And getting to 
know them is a genuine treat. 

Lords serves as a fine sequel, 
building in small ways off of the 
original. Although the basic three- 
member adventuring party setup 
remains unchanged, the central 
character can now progress from 
Jedi or Sith to a series of six prestige 
classes, such as Jedi Master or Sith 
Assassin. New combat settings, 
both for the nonplayer character and 
the protagonist, allow for greater 
control over the turn-based combat 
situations. This time, it’s possible, 
say, to order the sassy bounty 
hunter Mira into a ranged attack 
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Allis not well inside the kolto barks The 


pattern, where she'll fire her laser 
guns until threatened with melee 
weapons, at which point the game 
automatically switches her weapon 
to a preassigned sword, staff, or ax. 
Jedi can adopt Force-powered 
stances, increasing their defenses 
against blaster fire or perhaps 
augmenting their attacks against 
the multiple opponents. 

There are new worktables to be 
found, and items can be broken 
down into components or chemicals 
and reconstructed to create new 
weapons, shields, armors, or medical 
items. A brand-new influence 
system provides an overt indication 
of the relationships between the 
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hero and his party members. As 
influence waxes and wanes, so too 
do the opportunities presented in 
terms of character development, 
subplots, and quests. Figure out 
what makes the hardened warrior 
Mandalore tick, and he may well 
reveal his secret (yet sadly not- 
quite-shocking) identity. 

It seems perhaps belaboring the 
obvious to note none of these 
additions impacts negatively on the 
game, and all, to various extents, 
improve upon what was originally 


built by BioWare. The extra strategic 


elements provide for greater fine- 
tuning during combat but are not 


strictly essential; novices won’t have 


to worry overmuch whether they're 
using the correct stance to defend, 
say, against blaster attacks. The 
best of the new features, the 
expanded Jedi classes, further 
extends the range of character 
customization that made the original 
Republic a joy to play. 

Yet these changes come with a 
price; Obsidian seems to have made 
them while simultaneously failing to 
address the original’s faults. The 
long, almost excessive load times 
remain unchanged. Targeting simple 
objects such as one of Lords’ goodie- 
holding metal boxes in an attempt 
to open it oftentimes causes the 
hero to spasm wildly until he’s 
physically relocated to a more 
agreeable spot. Graphical slowdown 
potholes many of the fights, taking 
what should be a smooth 30fps to a 
disagreeable 15fps, or perhaps even 
lower. These flaws were easy to 
forgive in Republic, considering the 
game’s novelty and the dearth of 
quality role-playing games on Xbox. 
This time, however, all the small 
blemishes seem more noticeable, 
less likely to be brushed aside in 
favor of overwhelming praise. 

Like its predecessor, Lords mixes 
brilliance with all-too-human frailty. 
It embraces the best part of 
Republic, the notion that the central 
character should grow and develop 
not only through fighting and 
collecting items and experience 
points, but also by making moral 


Combat mode engaged. 
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choices impacting on who he is. 
Decide, the game says. Take a stand. 
Who should get the starport visa 
and, thus, a chance to flee the 
troubled planet of Onderon—the 
woman with the cash and bad 
intentions or the mother with the 
small children whose husband 
attempted to assassinate a 
government official? Is it okay to lie 
if it means a crime lord will loosen 
his grip on a group of penned-in 
refugees? By asking questions and 
demanding decisions, Lords finds 
its heart. 

Past the character development, 
the quality thins considerably. The 
game trips over its unwieldy story 
line, revealing its Achilles’ heel. Lords 
presents a central hero marked as 
the last Jedi and then promptly 
proves it can’t stick to the premise 
or even properly define what “the 
last Jedi” means. Certainly the 
character is not the literal last Jedi, 
as nearly everybody in the game is a 
Jedi, a fallen-away Jedi, or in the 
employ of a Jedi. Nor is he the 
figurative last Jedi—a sort of “wound 
in the Force”—since he quickly 
regains all of his once cast-off 
abilities shortly after the opening 
text crawl. Even the notion of the 
Sith lords, noted in the game’s 
subtitle, remains ethereal, a genuine 
Xbox phantom menace. 

To the point: Everything presented 
here is nebulous and ill defined, 
cloaked with an overwhelming, 
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sometimes debilitating, verbosity. 
Because Lords relies heavily on its 
plot, the denseness of the story | 
mars the overall whole. 

The race to see what happens 
next, as ever, remains fairly urgent; 
Lords does not want for individual 
plot moments solid enough to. 
capture and hold interest.On 
Onderon, a brewing civil war 
presents the opportunity to pick a _ 
side, and then fight to the death for 
it. A rehashed Korriban offers a 
chance to trod down memory lane 
by leading troops in battle from the 
oft-mentioned Mandalorian Wars. 
Dantooine (the second of the 
recycled environments) pits settlers 
against a series of cutthroat guns- 
for-hire in a fierce skirmish. 

What’s missing, however, is the 
big payoff—things are concluded ~ 
with a head-scratcher of an ending 
in which nothing resolves itself 
except for the final obstacle to the 
end credits dropping dead, and the 
only small satisfaction comes from 
seeing the freighter Ebon Hawk set 
off into infinity. Worse, the game 
sinks fairly low, not bothering to 


perhaps a shot to the shins... 


show what happens toallthe  —/ 
individual characters it spent 40-plus 
hours’ worth of gameplay : 
developing, but rather having its 


antagonist recite their fates one 


after another. 
Comparisons between the two | 
Republic games are inevitable. 
Despite its additions to the canon, 
Lords comes up short. It’s not farce 


by any means. It’s just less forceful. 


than expected, love’s equivalent of 
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It’s not cheating if you don’t get caught 


Cheaters never prosper. However, you are guaranteed to do more than prosper with the codes here this 
month. Inflict 100 times the normal damage in The Bard's Tale, get all the bonus tracks in OutRun 2, and use 
codes to help you sell your soul in Need for Speed Underground 2. There are also a few codes to jump-start your 


career in ESPN NFL 2K5 and ways to unlock all the planets in Star Wars Battlefront. Cheat away. 


|THE BARD’S TALE 


The following codes won't help you score 


with the wenches, but they will increase 


your damage output by 100 percent and make 
it so you don’t take any damage. To enter these 
codes, hold down the Left trigger and the Right 


trigger during gameplay. 


MEGA DAMAGE (This allows the Bard to 
inflict 100 times the normal damage for 

each attack.) 

UP, DOWN, UP, DOWN, LEFT, RIGHT, LEFT, 
RIGHT 


UNHURTABLE (God mode) 
RIGHT, LEFT, RIGHT, LEFT, UP, DOWN, UP, 
DOWN 


a ae , 
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STAR WARS 
BAT TLEFRONT 


LS Use the codes, Luke. Why wait to shoot 
Ewoks when you can use a little 
lightspeed to unlock all the planets from the 
get-go? Enter the following to have your 
choice of battlegrounds. 


In the historical campaign mode, enter the 
code X, Y, X, ¥ to unlock all planets. 


S222212102" J: WWW.1UPCOMFEBRUARY 2005 °° °° °° 


OUTRUN 2 


Everyone has dreamed of the day 
> when Sega would revise this classic 
arcade game. That day is finally here, and 
these are the codes that expose all its 
secrets. Enter the following codes at the 
Password screen. (Note: These are case 
sensitive.) 


ALL BONUS TRACKS 
TIMELESS 


ALL CARS 
DREAMING 


ALL MISSIONS 
THEJOURNEY 


ALL MUSIC 
RADIOSEGA 


ALL REVERSED TRACKS 
DESREVER 


UNLOCK THE CLASSIC 
OUTRUN GAME 
NINETEEN86 


% of | 5 
THE ASSAULT ON KAMINO 


ACCEPT 


NEED FOR SPEED 
UNDERGROUND 2 


Everyone knows that there is money in 
ha advertising, so why not sell out your 
ride to the highest bidder? Use the codes 
provided to smack a Burger King vinyl to the 
side of your car and fill your pockets with a 
little starting money. Now you can have it 
your way, right away. 


STARTING BONUS 

Start career mode with an additional $1,000. 
The Mazda RX-8 and Nissan Skyline will be 
available in quick race mode. 


During “PRESS START” at the Title screen, 
enter LEFT, LEFT, RIGHT, X, X, RIGHT, 
LEFT, RIGHT. A sound will confirm the cheat 
has been entered. 


BURGER KING 
VINYL 

During “PRESS 
START” at the Title 
screen, enter UP, 
UP, UP, UP, DOWN, 
UP, UP, LEFT. A 
sound will confirm 
the cheat has been 
entered. 
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PRIMA: NOW MORE THAN EVER 

Prima Games |s our helpful partner in bringing you this section. They don’t do the Stuff bit, the 
Essential Selection thingies, or the amusing little bits that run along the tops of the pages. But 
they do a fine job of providing you with first-class tips and tricks for the games youre playing 
as we speak. Thanks, Prima! 
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TOP 5 SPORTS CHARACTERS | | ESPNANFL 2k5 


ows the best parts of 


| ; The following amount to the five best unlockable sports characters. Only one of them actually 


has a shoe deal, but the rest range from legends in their respective sports to the most Panes SUSE DEERE HE ORGY and 
outrageous characters to appear in uniform. Unlocking them is simple, wanting to play without them the end-zone celebrations. While there are no 
aewarkuneenable codes that can help you out with your 
, dancing, here are the codes to give you 
1. NBA STREET VOL. 2 1 million crib credits and to unlock all the crib 


items. To activate these codes, change yo 
‘85 JORDAN items. To activate these codes, change your 


| ; ye, ee VIP name in the Manage ment 
Who hasn't wished at one point that they could play like IP Teme I ine Manage Menu. 


Michael Jordan? Well, now you can play as the man himself 


with one simple code. In the Code screen, hold the LEFT PHATBANK 
TRIGGER and press B, Y, B, B. 1 MILLION CRIB CREDITS 


CRIBMAX 
100 PERCENT CRIB ITEMS 


MADSKILZ 


2. NASCAR 2005: CHASE FOR THE CUP siceeantignatiiasinimlic 


DALE EARNHARDT 2, 

, at iia! 2 , - + - z - , Crate tee arenas tiatien tan eactadedneumegeadpindae ieieare anaes sania ran 
What is NASCAR without Dale Earnhardt? Drive the legendary eee GCRIBMAX SCRE 
black No. 3 car with the following code: 
Go to the Edit Driver screen and change the first name to “The” 
and the last name to “Intimidator.” Note that the names are 
case sensitive. 


3. MTX MOTOTRAX 

THE SLIPKNOT RIDER 

If you love the band Slipknot (all three of you), then you're going 
to love this. At the Code screen, enter the number 86657457 
and you will be able to ride as the Slipknot Maggot Rider on the 


custom Slipknot bike. PS] OPs: THE 
MINDGATE 
CONSPIRACY 


4. MLB SLUGFEST 2004 
THE ALIEN TEAM 
Instead of changing the likeness of one person, why not 
change the whole team? These aliens can rack up some points 
if guided the right way. To play as these extraterrestrials, enter 
: this code: 

as Ce AS At the Vs. screen, press X TWICE, Y THREE TIMES, B, anc 
ASAT MTA a DOWN. 


Fen 


5. MVP BASEBALL 2004 

WORST PLAYER 

Care to try your luck with the worst baseball player ever? No, 
not Barry Bonds. Even worse! If you're up to the challenge, go to 
the CREATE A PLAYER SCREEN and enter the first name 
“ERIK” and the last name “KISS.” Now put him on a team and 
you're good to go. Good luck. 


This month's worst code allows you to 

wear a lab-coat skin in Psi-Ops. Weeee! 
Told you. Now if you insist on doing this code 
anyway, at the Main menu, highlight “EXTRA 
CONTENT and press the RIGHT TRIGGER. 
This will bring up a keypad. Then enter the 
number 998789. 
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You only live once 


MOTO RAZR V3 

About $400 with contract; 
www.motorola.com/razr 
Just when all cell phones are 

_ Starting to look exactly the same, 

Motorola has gone back to the 
drawing board and come up with 
something new—something thinner, 
wider, better. Complete with 
Bluetooth, built-in speakerphone, 
MPEG4 video playback, and a camera 
with 4x zoom, the Razr is the new 
cellie to get (if you’re rich). 


_THE ROOM DEFENDER 
$20; www.radicauk.com 
For apartment dwellers, a man’s 
bedroom is his castle—enter the 
Room Defender, a tripod-mounted 
weapon that fires foam discs at 
~ unwelcome visitors. The unit has a 
motion sensor to detect intruders; 
when someone enters, the Defender 
gives him a verbal warning, then 
proceeds to pelt him with foam discs. 


NAPOLEON DYNAMITE 

$29.99; www.foxhome.com 
Nerds, your hero has come. “The dork 
has his day,’ The Wall Street Journal 
boasts about Napoleon Dynamite, 
the sweet surprise hit film about a 
boy with a kick-ass fro who loves to 
draw mythical beasts, dance to fresh 
beats, and show off his mad skills. 
Chock-full of hilarity, the DVD 
features the easily missed five- 
minute “Wedding of the Century” 
epilogue shown only in the later 
wide-release version of the movie in 
theaters, the “Making of the 
Wedding of the Century” featurette, 
deleted scenes, and commentary by 
the director and actors. 


D-LINK WIRELESS 108G 

_" @ GAMING ROUTER 
$179.99; http://games.dlink.com 
Finally, a router engineered 

specifically for gaming. How? Well, we 

could vomit up a torrent of technical 
jargon, but the bottom line is the DGL- 
4300 cuts down its workload by 
routing packet information 
individually to every gamer plugged in 

_instead of sharing it with every node. 
That lets it move information waaaay 
faster than other routers. Plus, the 
GameFuel features allow you to 
create custom protocols for specific 
types of games or even specific 
games to further optimize 
performance. 
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ESSENTIAL SELECTION 


FOSEN TIAL SELECTION 


Xbox Nation picks the 50 best Xbox games to date 


Dev.: Bungie Pub.: Microsoft 


We like: Nonstop action, improved looks, 
and cut-scenes that work. 


We don’t like: Repeated Repeated 
textures textures. 


Dev.: Ubisoft Montreal Pub.: Ubisoft 


We like: Revisits that do justice to 
the originals. 


We don’t like: Being bum-rushed by 
demons you can’t tell apart. 


Dev.: Capcom Pub.: Capcom 


We like: Innovation and unapologetically 
huge controllers. 


We don’t like: Not reaching the Eject 
button in time and having saves wiped. 


Dev.: Tecmo Pub.: Tecmo 


We like: Reinvestigation of classic 
gameplay style with updated tech polish. 


We don’t like: Cameras that don’t allow 
for adjustment during dicey moves. 


Dev.: Namco Pub.: Namco 


We like: Flexing our long-unused Punch- 
Out! skills, this time in the proper setting. 


We don’t like: Amnesia as a plot device, 
no matter how effective it may be. 


Dev.: Ubisoft Shanghai Pub.: Ubisoft 


We like: An online component that 
doesn’t feel like a half-assed afterthought. 


We don’t like: Getting busted by the 
randomizer, not our lack of skillz. 


Dev.: Bungie Pub.: Microsoft 


We like: Launch titles that rule, as well 
as season three of Red vs. Blue. 


We don’t like: Endless fights with The 
Flood in vast identical geometric rooms. 


Dev.: Rockstar Vienna Pub.; Rockstar Games 


We like: Two-for-one deals. Fingers on 
our hands. Straight thugging. 


We don’t like: Public outcry about 
declining morals in videogames. 


Dev.: Criterion Pub.: Electronic Arts 


We like: Being awarded medals for our 
road rage, instead of being thrown in jail. 


We don’t like: Lamers who ditch matches 
when it looks like they’re about to lose. 


Dev.: Namco Pub.: Namco 


We like: Finally getting our hands ona 
good, playable Spawn. Virtually, that is. 


We don’t like: Having to unlock Seung 
Mina and Sophitia. 


Dev.: BioWare Pub.: LucasArts 


We like: Choices that affect your 
appearance, possible Jedidom. 


We don’t like: Occasional graphical 
glitches, but they’re pretty minor. 


Dev.: Starbreeze Studios Pub.: Vivendi Universal 


We like: Astonishingly palatable voice 
acting, motion capture, and detail. 


We don’t like: Kung fu-style dubs— 
unless we’re watching kung fu movies. 
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Dev.; Remedy Pub.: Rockstar Games 


We like: Bullet time and hard-boiled stuff. 
You know, like eggs and cops. 


We don’t like: How quickly it’s all over— 
although preferable to the alternative. 


Dev.: Big Blue Box Pub.; Microsoft 


We like: Freedom to be who we want, 
and going fishing. 


We don’t like: Uninspired boss battles, 
some lame puzzles, and controller issues. 


Dev.: Ubisoft Montreal Pub.: Ubisoft 


We like: Hyperrealism in our tactical 
shooters. And saying the word ‘tactical’. 


We don’t like: Being cussed at by h4xOrs 
two states and thirty IQ points away. 


Dev, Black Box Pub, Electronic Arts 


We like: Tweaking our rides out with endless options (custom window tints? Sure. 
Electronic Bondo in action) and not having to worry about five-oh. 


We don’t like: Quantum collisions, occasionally iffy framerates, and an endless 
supply of money. Bet you never thought you'd hear that, huh? 
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Dev.; Wow Entertainment Pub.: Sega 


We like: That it’s 20 bucks and sports sick 
online tricks. 


We don’t like: That it’s sort of an updated 
version of last year’s game. 


Dev. Dice Pub. Microsoft 


We like: Being out in nature, so long as 
it’s in a car and contributing to erosion. 


We don’t like: That there never seem to 
be any stereos in these things. 


Dev.: Bizarre Creations Pub.: Microsoft 


We like: Seamless, sensible integration 
with Xbox Live, even in single-player. 


We don’t like: Relentless A.|. opponents 
and strictly stock options for your ride. 


Dev.: Maxis Pub.; Electronic Arts 


We like: A so-called life that’s more 
exciting and fun than our real lives. 


% 


We don’t like: Watching an incontinent 
little computer person have an “accident.” 


Dev.: Electronic Arts Pub,: Electronic Arts 


We like: Twelve thousand freaking 
players! Oh, and passing and stuff. 


We don’t like: That soccer games don’t 
get the attention they deserve. 


Dev.: Swingin’ Ape Studios Pub,; Vivendi Universal 


We like: Unrepentant cutesiness, as long 
as it’s accompanied by good gameplay. 


We don’t like: No online support—not 
even a little. 


Dev.: Electronic Arts Pub,: Electronic Arts 


We like: Gratification, immediate and in 
the form of distilled dunking debauchery. 


We don’t like: Graphics polish which isn’t 
quite up to par with its contemporaries. 


Dev.: Power and Magic Pub,: Microsoft 


We like: Tennis games that are really 
RPGs in drag. Shh! Don’t tell. 


We don’t like: Reading about tennis. 
Unless DF Wallace is doing the writing. 


Dev.: Electronic Arts Pub.; Electronic Arts 


We like: Being electronically dissuaded 
from ever stepping into a ring ourselves. 


We don’t like: Having to wait this long 


Dev.: Electronic Arts Tiburon Pub.: Electronic Arts 


We like: Exacting, demanding, and 
rewarding improvements over last year. 


We don’t like: An online component that 
is only just adequate. 


Dev.: Electronic Arts Pub.: Electronic Arts 


We like: Cinematic and lavishly produced 
videogame excellence. 


We don’t like: Feeling like we’re being 
talked down to. 


Dev.: Electronic Arts Canada Pub.: Electronic Arts 


We like: Shammie-shams, heads or tails, 
cook ’ems, foie gras, and getting bent. 


We don’t like: Not being able to listen to 
ABBA or Morbid Angel while dunking. 


Dev.: Midway Pub.: Midway 


We like: 1-on-1 matches in exotic 
locations with our dunking avatars. 


We don’t like: 1-on-0, 0-on-1, or 0-on-0 
offline solitude. 


Dev.: Electronic Arts Pub.: Electronic Arts 


We like: Adaptive (comparatively), 
intelligent opponents who hold grudges. 


We don’t like: Very many other NASCAR 
games. 


Dev.: Electronic Arts Pub.: Electronic Arts 


We like: Series that haven't started to 
suck. Quite the opposite, actually. 


We don’t like: Sounding like a broken 
record, but we'd really like SSX on Live. 


Dev.: Visual Concepts Pub.: Sepa 


We like: Having the option to train 
players in leadership, Pilates, or yoga. 


We don’t like: Playing in front of crowds 
of 70,000 that have a combined IQ of 35. 
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56 / 1958 SGA PIS. 


Dev.: Neversoft Pub.: Activision 


We like: Story modes with actual stories 
and unlockable goodies strewn about. 


We don’t like: That we can’t seem to 
find a game sans bullet time these days. 


Dev.: Electronic Arts Pub.: Electronic Arts 


We like: Venting our frustrations on 
scrubs like the Tulsa Drillers. 


We don’t like: Having to unlock vintage 
outfits—what’s up with that? 


Dev.: Smilebit Pub.: Sega 


We like: Being on rails—when the rails rule 
this much. Prequels don’t hurt, either. 


We don’t like: Confined spaces with willful 
cameras and tough enemies. 


Dev.: Konami Pub.: Konami 


We like: As much Metal Gear as we can get 
our grubby little meat hooks on. 


We don’t like: Slowdown that has no earthly 
business in an Xbox game. 


We like: Finally getting to play an EA game on Xbox Live. Retaining our electronic 
composure while getting booed in an away game. 


We don’t like: Commentators who irritate and are strangely...er, homoerotic. 
Seriously. Listen to it. 
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Dev.: Electronic Arts Pub.: Electronic Arts 


We like: Having a face-off playbook and 
control on the open ice. 
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We don’t like: Wack views that each 
interfere in their own special way. 
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Dev.: Ubisoft Pub,: Ubisoft Dev.: Arc System Works Pub.: Majesco 


We like: Charm, grace, Rastafarian 


We like: Online 2D brawling done right, 
rhinoceroses, and photojournalists. 


without concessions and with depth. 


We don’t like: Insta-Boss® brand final 


We don’t like: The kibosh put on our mad 
bosses and letdowns at the end. 


turtling skills with attack meter drains. 


Dev.: Blue Shift Pub.: Sega 


We like: Exhaustive research and 
attention to detail. 


We don’t like: A franchise mode that’s 
detail-heavy to a fault. 


Dev.: Revolution Pub,; The Adventure Company 


We like: Any videogame with the Knights 
Templar in it. 


We like: When gods battle it out and their endeavors are endowed with the luster 
that comes only from developers demonstrating genuine fondness for their labors. 


We don’t like: Poverty, chastity, 


+ like: — = ei ‘al i 
We don’t like: That despite its brilliance, Otogi 2 will suffer the same commercia obedience. Olay, ttisyba obedience: 


fate of its predecessor. 
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Dev.: Spark Unlimited Pub.: Activision Dev.: Midway Pub.; Midway 
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We like: Realism, slick production, and 
finding a pound in the underground. 


We don’t like: Dopey A.|. or cheap shots 
at the competition. 


Dev.: Ubisoft Pub.: Ubisoft 


We like: New online features, complete 
with squad-permission-level discipline. 


We don’t like: Being sold incremental 
improvements for the price of a full game. 


Dev.: lon Storm Pub.: Eidos 


We like: Sneaking around in the shadows. 
Hiding in shadows. Shadows in general. 


We don’t like: Not being able to see our 
hands in front of our faces. 


Dev.: Pandemic Studios Pub.: THQ 


We like: Unparalleled military 
authenticity, courtesy of your tax dollars. 


We don’t like: Our pawn’s-eye view 
interfering with the real action. 


We like: Crushing foes who would call 
our psychic powers wussy. 


We don’t like: Banality in all of its forms, 
especially in contrast to good gameplay. 


Prince of Persia: Warrior Within 


We like: New combat moves and luscious environments to try them out in. 
Gratuitous enemy-slaying animation and founts of demon blood help, too. 


We don’t like: Enduring occasionally tedious combat in between delicious 
puzzles. Being pandered to by Neue Metal and pseudo-S&M demonesses. 


Dev.: Pandemic Pub.; LucasArts 


We like: Having action-figure battles the 
way they were meant to be played. 


We don’t like: Stump-dumb A\I. essentially 
requiring an Xbox Live account. 
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- DOWNLOAD NEW SONGS AND OTHER CONTENT 
@ ONLINE COMPETITION AND INTERNET/RANKINGS 


JOIN THE ONLINE REVOLUTION 


> SUPPORTS ORIGINAL DDR ULTRAMIX SONG PACKS 
© TALK LIVE,UPLOAD DANCE'STEPS AND MORE! 


EVERYONE 


Visit www.esrb.org 
for more ratings 


information. 
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KONAMI 


www.konami.com/gs 


Dance Dance Revolution ULTRAMIX™ and BEMANI™ are trademarks of KONAMI CORPORATION. KONAMIG is a registered trademark of KONAMI CORPORATION. © 1998 2004 KONAMI. Microsoft, Xbox, Xbox Live, the Live Logos and the Xbox Logos 
are registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries. The ratings icon is a trademark of the Entertainment Software Association. All rights reserved. 


You are the First to Fight — a US Marine 
‘on the front lines of urban combat in Beirut. 


Lead a 1-man fire team that executes authentic 


r 
| 
| 
L 


Marine tactics. Move aggressively, knowing your 
team gives you 360-degree security, and devastate 
your enemies with precise air and mortar attacks. 
Experience a first-person shooter sorealistic, | 
the Marines use it as a training tool. 


Play single-player, 4-man co-op, or go 
head-to-head in the Fire Team Arena. 
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